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"FOREWORD 


Red Dead Redemption 2 is our attempt to tell a new kind of 
story іп a new kind of video game world. You'll play as 
Arthur Morgan and live the experiences of his time with 
the Van der Linde gang, a group of notorious outlaws on 
the run across 19" century America. As Arthur, you will 
experience every aspect of outlaw life, from robbing banks 
and hijacking trains to forging relationships with fellow 
gang members as you fight and run to escape the clutches 
of the law and the hypocrisies of polite society. 


We worked closely with the very talented team at 

Piggyback to design this guide as a companion during 
your time inside the world of Red Dead Redemption 2 
as you live and travel both with the Van der Linde gang 
and on your own. 


We really hope you enjoy your time in the world. 


Rockstar Games 
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This opening chapter will help you to develop a solid understanding of 
Red Dead Redemption 2's most vital systems from the very start, 
offering concise and accessible introductions to key game features. 


ÜNSEREEN DISPLAY 


The following annotated screenshot illustrates a typical gameplay screen. 
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Reticle: Whenever you equip a weapon a white reticle appears. 

Hold C2 /I and use © to adjust your aim; the reticle will turn 
red when it hovers on a valid target. Headshots generally offer maximum 
efficiency. 


Ammunition: The first figure represents the number of shots 
remaining for your active weapon; the second details your total 
stock. The icon corresponds to the type of ammunition currently selected. 


Attribute Meters: The meters visible in the lower-left corner of 

the screen represent vital attributes — from left to right, health, 
stamina, Dead Eye, horse stamina, and horse health. Turn to page 16 to 
learn more about these systems. 


Radar: The mini-map in the lower-left of your screen shows your 
immediate surroundings, annotated with useful details such as 


cardinal directions, mission objectives, and assorted points of 
interactivity. See page 13 for details. You can expand your radar or turn 
it nto a simple compass by holding Q. 


Dynamic Information: Onscreen notifications will appear in 

accordance with your actions and events in the world — such as 
obtaining items or rewards, completing objectives, and becoming 
wanted 


Context-Sensitive Prompts: Whenever you can perform a 

context-sensitive action, a corresponding prompt will appear in 
the lower-right corner of the screen. These are used in many different 
situations, such as collecting items, interacting with the environment. 
and to make decisions during missions or interactive conversations. 
Press, tap or hold the displayed button to choose the speci 


ESSENTIAL COMMANDS 


The opening hours of Red Dead Redemption 2 are filled with 
opportunities to learn about and practice actions and abilities, but 
the following recap of all essential button commands will prove useful 
should you forget a particular function, or miss a tutorial. If you are 
familiar with the original Red Dead Redemption and the Grand Theft 
Auto series, you should feel right at home from the very start 


Many potential actions and interactions are activated via context- 


sensitive button presses. The relevant prompts will appear in the lower- 
right comer of the screen when they are available. 


* BASIC MOVEMENT * 


With the exception of crouch-walking, the following commands apply 
when you are both on foot and riding a horse. 


© | Walking: ТЇ! © to walk in any direction. This pace of movement 
is suited for ambling through crowds in towns, or while taking in the 
sights on your many travels. 


G+%/Q (hold) | Running: Running will be your primary 
movement speed in most situations. It is much faster than walking, 
yet it does not drain your stamina. While riding a horse or driving a 
wagon, this also enables you to maintain your gait after a gallop, 
and to automatically follow companions during group rides. 


®+®/0 (tap repeatedly) | Sprinting: Sprinting enables you to 
Tun at maximum speed, at the cost of stamina, This is vital in critical 
situations, such as an escape or chase, but can also shorten journeys 
if you do not have a steed at hand. While riding a horse, try to tap the 
button in a rhythm that matches your mount's gallop. This special 
technique makes it possible to travel at great speed without draining 
the horse stamina meter. 


©/1r+Q | Crouch-walking: An essential technique during 
infiltration situations, crouch-walking is also recommended while 
hunting. It enables you to move steadily while keeping a low profile 
and making very litle noise. Note that you can also crouch-run by 
simultaneously holding ® /@ 


* COMBAT * 


CD /& | Draw/Holster Weapon: Whenever possible, you should 
always ready your weapon before hostiles engage you. Don't neglect 
to holster it afterwards: carrying a weapon in hand when there is no 
need to do so might lead to unfortunate misunderstandings. 

22/19 (hold) +R2/ | Aim and Shoot: Most weapons in the 
game are used with these controls. Ready your weapon by holding 
(2/20. line up a shot with © — the reticle will turn red when 
directed at a valid target — then open fire with RA /С. By default, 
Red Dead Redemption 2 offers a medium level of aiming assistance, 
which means that you will automatically lock on to enemies in your 
line of fire when you raise your weapon. With this system, the reticle 
is usually positioned on your target's chest. If you very briefly flick © 
and fire as you lock on to a fce, it's possible to secure near-instant 


headshots. You can then release C2 /IÐ and repeat the maneuver 
immediately with another target if required. 


2 /@ | Shoot from the Hip: If you do not hold (22/29, you will 
fire in the direction that you are facing, automatically locking on to the 
closest target. This can prove helpful in situations where you need to 
strike instantly. 


@/4F | Dead Eye: Whenever you face large groups of enemies, 
especially when there is a danger that you will be overwhelmed, this 
command enables you to slow down the flaw of time while aiming 
a weapon. This skill is upgraded early in the adventure, making it 
possible to "tag" targets with (R1) /EDB ; you can then press (R2) / 
to fire at all of them in rapid succession. Note that triggering Dead 
Eye drains the corresponding meter. You can end the effect by 
pressing © /чйр again. 


(D/E | Take/Exit Cover: Taking cover helps you to remain unseen 
during infiltrations, and makes it more difficult for enemies to hit you 
during shootouts. Note that you can move along a cover surface by 
tilting © to improve your firing angle, or to avoid incoming fire if 
partially exposed. To move around corners or transition to the next 
available cover spot, tilt © and press © /©. While in cover, you 
сап move out to fire by holding (L2) /ID; release it to immediately 
snap back into cover. 


© /© | Reload: Your character will reload automatically whenever 
his weapon runs out of ammunition, but this leaves you vulnerable. 
To avoid the horror of the “dead man's click", you should get into 
the habit of manually reloading whenever you have the opportunity 
during shootouts, ideally from behind cover. 


/B (hold) +@ /@ | Combat Dive: When you need to dodge 
an incoming threat, such as a predator charging at you, diving 
sideways can instantly put you out of harm's way. 


©/ | Silent Takedown: If you manage to stealthily approach 
an enemy from behind, this technique offers a quiet way to remove 
them from the equation, These attacks are non-lethal if you are 
unarmed; should you brandish a melee weapon such as a knife, the 
victim will be killed. 


©/@ | Melee Combat: During brawls, tap this button to punch 
ar kick your opponents. When facing skilled enemies, you will often 
need to block their blows first with @/€, then follow up with 
Swift counters. You can also grapple them with A /@ 
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HORSE-SPECIFIC CONTROLS 


* EXPLORATION * | 


* ©+©/Tr+fTr | Eagle Eye: This ability triggers a heightened 
sense of awareness and intuition whereby points of interest in your. | 
immediate vicinity, such as animal tracks and collectibles, will be 
temporarily highlighted. You can even choose to focus on tracks with 
(RD /GB to keep them visible for a while after you leave Eagle Eye 
mode. 


* @+ ® /© | Jumping/Vaulting/Climbing: As well as a basic jump | 
that can suffice for everything from hopping over a ditch to leaping 
onto a moving train, this button is also employed to vault or clamber 
over obstacles in your path such as fences and walls. There are also 
instances where you can use it to climb to vantage points while 
exploring, or to occupy favorable high ground before you engage 
nearby adversaries 


* C» (hold) | Satchel: Opening your satchel (or your cargo when near 
your horse) gives you access to the items you currently have in your 
personal inventory. This enables you not only to heal ar restore your 
attribute cores whenever necessary, but also to view documents or 
keep track of the collectibles that you gradually acquire 


e 
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Steer 


Hold while riding to pat your horse 


While riding, tap to gallop; hold to follow a companion and 
match ther speed: double tap and it @ forward while in 
formation to move up 


‘While riding, tap ta jump; while on foot, focusing on a horse, 


‘COMMAND. NOTES 


B/Ó | tap to caim and patit 
Tap to mount/dismount your horse; while riding, hold to hitch 
@/@ | your horse; while on fot, tap to lead а horse that you're 
focusing on 
z While riding, Kick a target to either side; while leading your 
©/© | horse, stop leading J 
= While riding or on foot near your horse, hold to view the — | 
t weapons stored on your mount | 
When moving. slow down. when stationary, back ир. while 
D/A | riding in formation, double tap and tit © backward to mow | 
down 
(£2/]J | While on foot, hold to focus on a nearby horse 
© | While focusing on your horse, brush it | 
o | We riding or on foot near your horse, hold to check your | 


© 


horse cargo: while focusing on your horse, foed it 


Whistle/call your horse 


COMBAT-SPECIFIC CONTROLS 


* COMMAND LIST * 


e Tilt to peek out while in cover | 
The following tables describe the controller commands that сап be Q | Aja o postion of your sang гие 
performed in Red Dead Redemption 2 with the standard settings. шанк ге” үсенте 
(&/Q | to block enemy blows; while in cover, transition to the next 
GENERAL CONTROLS | | available cover spot __ | 
Reload your weapon: tap while unarmed or equipped with a 
о Move @/@ | During melee combat. grapple your opponent | 
| © | Adjust the camera angle | Q/dr имез осие Dood ee ER 
Crouch; pressed simultaneously with @/чйр, activate Eagle n Hold to display the weapon wheel, then select a weapon with © 
| Ot | : СЛЕ) | a mioase to equip t: Gp todrawhokster your weapon | 
Boni AM | 
Ei While selecting a weapon in the wheel menu, maintain R/E | такелей cover | 
@/ (repair) that weapon; pressed simultaneously with @/ ir, = $T 2 1 
tivate Eagle Eye: hold to look behind | A/G | Hold to aim your equipped weapon 
T Hol to run: top repeatedly to sprint; during cutscenes, hold Р soffre weapon, either from the ip or more accurately hie 
BIO | toskip uenit z 2 | &2/L aiming by holding 2/5 Lh ] 
Tap to jump, vault or climb obstacles; hold to pick up. © While aiming, toggle shoulder view 
@/@ | collectibles and search pieces of furniture; while focusing | 
n ап animal, tap to draw із attention | © | White aiming, rase your gun to ho sky to make a warning shot 
Interact with the environment; loot bodies; skin animals; 
@®/@ | close drawers and doors that you have opened while MENU-SPECIFIC CONTROLS 


searching pieces of furniture; hold to rest. 


Hold to display the wheel menu: tap to draw or holster your 


Toke/oxit cover; cycle through different interactions; while | 
focusing on ап animal, study it, then show/hide its info 


Hold to trigger interactive conversations with nearby characters 


Top to draw your weapon; fre weapon | 


Hold to open your satchel (or cargo when near your horse) — | 


©_ | Tap to display the log; hold to check your journal | 


+ Whistle pi 


Tap to view your current objective, expand the radar, and 
©} | display your honor rating as well as information on your 
| „environment; hold to change the radar type 


‘COMMAND TT NOTES 
су | Menu and map navigation; in the weapon whet 

[59 | ammunition ype 

©/ | On the map, place/romove a marker 


Navigate tabs 


Navigate tabs 


In the wheel menu, navigate the tems within the same 


Rd/Q) | lop to toggle camera view; hold to wigger cinematic camera | | || (8/18 | category on the map. zoom out 
(ETERS | Display the pause menu; hold to open the mop || | || cza | Inte eel menu, navigate the tems within he some 
| 


category on the map, zoom in 
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ҺАМЕ STRUCTURE 


Вей Dead Redemption 2 is a nonlinear adventure set in a massive, 
feature-packed world 


Between missions and countless other activities, you can freely explore 
almost every inch of the map, traveling its vast expanses and scouring its 
numerous points of interest for opportunities that might arise. You will 
encounter homesteads, hideouts, towns and many other unique settings, 
each with their own distinctive layouts, ambient events and potential 
rewards. Whenever your wanderlust is briefly sated, you can also choose 
to head back to camp to converse with key characters, apply upgrades 
and appearance changes, or simply sleep in preparation for another long 
and productive day. 


* MISSIONS * 


You should note that there is no right or wrong way to play. Some 
will choose to complete the main storyline as quickly as possible, while 
others will venture off the beaten path and immerse themselves in the 
environment and incidental events. To help you to plot your own personal 
journey, this section offers a quick guide to some of the more substantial 
endeavors that you can get involved with in the world, We also offer 
advice on certain settings and options that you may wish to adjust in 
order to suit your gaming preferences. 


When a mission is available for you to start, a circular blip with the 
initials of the person you need to see appears on your map and radar. 
Once you are ready, talk to that individual at the marked location to 
begin. 


The main storyline is divided into chapters, each consisting of a 
‘number of missions. These are unlocked gradually as you fulfill specific 
conditions. This guide features a dedicated Missions chapter (see page 
26) where you will find extensive flowcharts revealing the exact unlock 
requirements for each installment of the story. 


When you complete a mission, you obtain a medal that grades your 
performance. Each mission has a unique set of medal goals: the 
accolade you receive depends on how many of the goals you manage 
to fulfill. However, these requirements are only revealed in the Progress 
)> Story menu after you complete an assignment for the first time. 
They typically require you to complete additional feats, and often entail 
completing the mission with great speed and accuracy. 


Depending on your play style and level of proficiency, it might make 
sense for you to ignore medal goals when you undertake a story 
episode for the first time. This will give you greater freedom to explore 


during a first playthrough, and to deal with adversity and opportunities 
at your own pace. 


You can replay all story missions via the Progress » Story option in the 
pause menu. Focusing on medal goals during a later attempt will mean 
that you'll have a better understanding of the structure and layout of 
each assignment. Naturally, you will also greatly benefit from having 
honed your skills over the intervening hours. 


SAVING 


2 employs an autos 
automatically records your progress whenever you hit discrete 
огу milestones, after you complete noteworthy feats and 
challenges, and when your character sleeps at a camp or in a 
bedroom. 


Dead Rede system that 


ur progress and create additional 
the Story option in the pause menu ( @PTIONS)/ © ). 
function is restricted during missions and a number of other 
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* FREE ROAMING * 


Outside of missions you are free to roam around and explore the map 
as you please — and you should, because it's packed with surprises 
and secrets. While it's possible to just race through the game, 
speeding towards the conclusion of the main storyline, we suggest 
that you always make the time to observe and enjoy the sheer beauty 
of the world, 


Whenever you travel over the map, you will regularly run into 
opportunities of all kinds on your way. These include collectibles and 
chances to harvest useful items, encounters with enemy gangs or 
law enforcement, fishing spots, ambushes, and myriad other ambient 
events. 


While Red Dead Redemption 2 does not feature difficulty modes, 
there are various options and features that you can use to adjust 
the gameplay experience based on your profici 


Toggle View: If you press &sl/Q multiple times, you will notice 
that you cycle between four possible cam 
distant third-person view makes it easier to keep track of your 
enemies, locate collectibles, and to generally have a better sense 
ot your bearings. Opting for the first-person perspi will offer 
а profound sense of immersion, but may increase the difficulty of 
certain activities. 


positions. The most 


Lock-On Mode: There are a few parameters that you can tweak in the 
"Pause Menu > Settings > Controls” menu to simplify the рп 

of aiming. This enables you to adjust the exact level of Assisted Aim 
you require, both when you are on foot and while riding a horse or 
vehicle. Assisted Aim is a feature where the game will automatically 
"snap" your reticle to the closest enemy in your direct field of vie 
when you aim your weapon. A "wide" Assisted Aim me 


* OTHER ACTIVITIES * 


You have access to a wealth of activities in Red Dead Redemption 2. 
These can range from mini-games, to item requests made by other 
characters, to assignments such as capturing a wanted outlaw. 


One thing that you should take into account with these activities is not 
so much their difficulty, but the distances that you may be required 
to travel to acquire and complete them. It usually makes sense to 
fulfil optional objectives whenever you are passing through an area, 
particularly when you can arrange to start them or bring them to a 
conclusion en route to your next destination. 


game will instantly lock on to enemies that are much further away 
from the direction that your character is facing, greatly decreasing 
the difficulty of firefights. Conversely, Free Aim removes all targeting 
assistance — which can make combat significantly more ging 
Tap Assist: Occasional action sequences require you to hit buttons 
repeatedly in order to deal with unique scenarios. Tap Ax 
makes this process easier by requiring fewer butto 

enabling you to simply hold the button instead. If you 
repetitive strain injuries, carpal 
considerations, be sure to visit this option 


ппе! syndrome or any other similar 


Skip Checkpoint: If you struggle with a particular g 
equence and fail three time game will рп 
opportunity to skip the checkpoint entirely, effectively moving you 
one step forward in the mission. This usually means jumping past 
no more than a minute's worth of gameplay, though the E 
exceptions. 


TRAVELING EFFICIENTLY 


When you need 
optim 


reach a destination quickly, there are ways to 
e or shorten your journey. 


* MAP READING * 


Learning to read your map is a critical skill that you should try to develop 
early in the story. Before you set off on a long journey, studying the map 
in advance can help you to shave seconds or even entire minutes from 
your travel time. 


Whenever a mission requires you to reach a location that you have 
previously visited, the game automatically shows you a recommended 
path to follow (in the form of a dynamic line on your map) as long as 
you are riding a horse. The recommended path also appears when you 
manually place a waypoint, even if you're on foot. While this always 
ines a reliable route, it is not necessarily the most efficient or fastest 
ion. If you take the time to look at your map, and pay attention to your 
surroundings as you travel, you'll gradually acquire the ability to take 
shortcuts and skip areas that might slow your progress significantly. 


One important factor to consider is that your map is topographic: it 

gives a clear sense of the exact elevation of each area of terrain by 

showing not only surface features, but also a representation of relief 
th contour lines that 


" onnect places of identical elevation. 


If your route takes you through flat plains, chances are you will be able 
to move in a straight line, heading directly for your objective. Should 
you move through mountains or canyons, the only path available will 
probably be winding and potentially treacherous in places. Paying 
attention to the precise topology will also reveal vantage points or 
tactically-advantageous features that you can make the most of while 
completing objectives. 


* FAST TRAVEL * 


Certain camp upgrades (see page 143) will give you access to a special 
map near your bed. If you examine it with ©)/©, this opens a Fast 
Travel menu in which you can choose to jump to key locations that 
you have visited so far — primarily the main towns and a few other 
landmarks. Select any of these entries and you will automatically reach 
the destination in question after a brief cutscene. 


As you complete specific story missions early on in the adventure, 
you will also unlock the possibility to use trains and stagecoaches to 
be transported almost instantly to any town that you have previously 
visited; ticket prices vary in accordance with the distance traveled, 
These features are particularly helpful when you are engaged in travel 
intensive activities, such as treasure hunting or resource gathering 


MAPS & MARKERS 


* MAP * 


You can access the map at any time via the pause menu by pressing 
GPTIONS)/ Ө. or alternatively hold that same button to be taken there 
directly 


Once on the map screen, your character's position is represented by a 
pin that points in the direction faced (©) ). You can scroll with Ө, 
or out as required with Ө (or CJ/R2 & IB AG), and position 
manual annotations: a waypoint that will also activate a route line with 
that will highlight multiple locales that you'd like 
h ©/-fe. A complete index of active or known icons 
available by pressing @/@. 


sma 


n to w 


The map is initially obscured from view. You reveal it gradually by 
exploring, with text annotations and icons added when you discover 
new places 


The radar shows a small portion of the main map that corresponds with 
your immediate surroundings. The four letters on the outer edge are, of 


course, cardinal directions (North, East, South, West). All other icons 
that appear here are identical to those found on the main map. 
cons disappear once out of the mini-map's boundaries, with the 


exception of mission blips, your horse, waypoints and markers, 
ppear on the radar itself if you 


are close, or will otherwise rest on its outer rim and gradually fade to 
indicate their approximate location over longer distances. 


Active enemies are represented by red dots on the radar. When they are 
outside of its range, a red threat indicator on the outer edge illustrates 
the direction that you must travel to face them — or, conversely, which 
area to move away from if you wish to avoid a confrontation. 


You will occasionally be asked to search specific locations to find items, 
characters, or animals. Th Jearly marked in yellow or 
white on your map and radar. Note that you can expand your radar or 
turn it into a simple compass by holding Ç 


е zones а! 
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* MAP MARKERS *- 


You can manually drop one waypoint and multiple markers on the map with 68/@ and ©, 


respectively. These remain visible on your radar 


at all times, making them very useful navigational tools. The same commands enable you to remove these annotations if you no longer need them. 


MAP & MINI-MAP LEGEND 


T 
© Your Character [7] Barber | | © Stable 
Ф Your Horse / Temporary Horse € (вач | СИШЕ 
Q Гм | © |ы | © | Tain Sion 
s Waypoint e General Store. | © Tailor 
© iw | © jw | @ | | 
Q ow | e Hotel | | © [ә 
| (D) | Mission Vendor | © | Newspaper Setor | о ме Finger Filet | 
NONE | © [mote | | © [m 
= jam | © | sam LO | aa | 
| ө | Gang's Camp _ _| I © Show _ | l Ө | Dominoes | 


LOCATIONS & LANDMARKS 


Red Dead Redemption 2's world is full of opportunities. This section 
introduces the locations that will be of most relevance to you during the 
‘opening hours of your adventure 


Note that certain services (such as shops) are unavailable when 
their icons are grayed out. A smaller icon inset in the main icon will 
sometimes appear to offer additional information on its current status. 
In general, most business premises will be unavailable if you have an 
active wanted level 


ICON VARIATIONS 


© | The feature (here, a general storo) is available 


© | Tc feature is currently unavailable because the business is 
closed. It will be open if you come back during opening hours 


The feature is currently unavailable because it is locked. It will become 
available after you reach a specific point in the main storyline 


With active wanted level: the building is closed until the ongoing 
‘Commotion has subsided 


The feature is available, and something awaits you there - for 
‘example, a new product in a store, or new interaction, and so 
forth 


Gang members are not mere mission vendors, however. They are permanent 
inhabitants of the camp, offering countless ambient conversations, 
anecdotes, and day-to-day scenes that develop the story in more subtle 
ways. 


After completing an early mission for Leopold Strauss you will be able 
| to upgrade various features of the camp itself via the ledger outside 
Dutch's tent. These upgrades require substantial financial investments, 
but they lead to significant benefits. These include the possibility to 
unlock the Fast Travel feature or to improve the range and quality of the 
free supplies that you can claim when you visit. To increase the camp 
funds required to purchase such upgrades, you can contribute directly 
by making donations via the tithing box near the ledger. 


CAMP ICONS 


© | ur tentis where ou can sleep, sheve, nd change doling 


Toss the comp’ cok ond utu By oni und pl 
© | i you con ot ny isad юн pug ludit hove him on моби 
upada o yu - icai mcus Wh inpol pac 


B] | Provisions are available at Pearson's wagon. 


‘Ammunition and arms are available at Arthur's wagon 


* CAMP * 
The Van der Linde gang is usually based in a camp where you can avail 
yourself of assorted services and fraternize with the other outlaws. 


When fellow gang members are marked with an icon featuring their initials 
(for instance, (D) for Dutch), these correspond to mission starting points. 
Speak or move close to the character in question to trigger the assignment. 


Health supplies are available at Strauss's wagon 


Comp stew 


Chores are simple activities that you can perform to help. 
the camp. 


* 
® 
е 
© | Relea sto op 
E 


contribute to the camp funds via the tithing box. 


Your personal savings 
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* TOWNS * 


Most towns offer all sorts of services and amenities, so it's a good 
idea to visit them regularly. Some features are initially unavailable; you 
unlock them by completing specific missions during the adventure's 
early chapters. 


TOWN ICONS 


Towns feature a great number ol mission vendors and | 
| characters that you can interact with. Some of the former are | 
© | init called “strangers” and are marked with a distinctive 
question mark icon. Visiting them is always a good idea as 
they wil often be the tigger point for an entire chain of 
| events 


Barbers can cut and style your hair and shave your beard 
enabling you t change your appearence. This can help you 
10 avoid detection il you have an active bounty and would 
prefer to avoid potential uoubl 


Butchers buy and sell animal parts, used in many recipes | 


Doctors are purveyors of tonics and stimulants, used to 
restore attribute bars for both you and your horse. 


General stores sell all kinds of products, such as provisions, 
hunting and fishing gear, and clothing 


Gunsmiths specialize in weapons and ammunition 


Fences buy and sell illegal merchandise, such as dynamite 
and moonshine. They also have rare and exotic goods for 
sale, such as talismans and trinkets 


Hotels enable you to both sleep (to rei your attribute 

meters and cores) and take baths (to get yourself clean and | 
restore your cores). You can also use the wardrobe to change 
clothing 


Newspaper sellers do exactly as their name implies, 
enabling you to stay up to date with the latest events | 


You can have your portrait taken at photo studios 


e009 ө ©|e о © о о дөө о ө ө е 


Post offices are often (but not always) located at train 
stations and have two main functions: they enable you to 
send and receive mail, and to settle any active bounty on 
your head 


Saloons sell drinks and nutritious m 


Stables provide a variety of horse-related services, including 
the possibilty to buy and sell mounts, customize their 
appearance, or to upgrade their equipment 


‘Train stations and stagecoaches facilitate travel between 
regions 


Tailors and the trapper enable you to purchase new clothing 


© @ sie games available in towns include Five Finger Flet 
|Q O | Fete: Восс and Dominoes 
| 


* THE WILDERNESS * 


Much of the world map in Red Dead Redemption 2 consists of largo 
and untamed natural expanses, ranging from mountains, to plains, to 
swamps. As you explore these lands, you will soon find that they are full 
of dangers and opportunities. 


Some of the most common encounters as you travel involve animals, 
from timid rodents to fearsome bears. All species have their own 
habitats, making it possible to stalk and avail yourself of their unique 
resources once you know where and when they might be found, We 
cover the topic of hunting a little ater in this chapter (see page 22). 


The world is also full of rivers and lakes that are home to all sorts of fish 
As soon as you receive your fishing rod during the second chapter of 
the adventure, you can lose yourself in this engrossing pursuit, which 
requires both specific gear and knowledge of where the best fishing 
spots are (see page 163 for details). 


One point to keep in mind when you are in the wilderness is that you 
can set camp virtually anywhere, Select the camp option in the item 
wheel and you will create a campfire. This enables you to sleep, which 
refills your attribute meters, and to craft and cook. You should make ita 
habit to camp regularly, particularly when you notice that your attribute 
cores are running low. 


Different regions have varying climates, and these can be potentially 
harmful to your character. Make sure that you change or adapt your 
outfits accordingly when required, by stopping either at camp or at 
а tailor's shop. Wearing suitable attire will enable you to prevent the 
detrimental effects of hot or cold temperatures 


Last but not least, the game follows a day/night cycle, where one in 
game day takes 48 minutes in real life (with the exception of your camp, 
where time flows more slowly). The current time of day has multiple. 
gameplay consequences — for example, some shops or special characters 
can only be encountered during specific hours, certain missions play out. 
differently during day or night, and various creatures may only be found 
at particular times. When you need to complete an objective at an exact. 
hour, note that you can pass the time by sleeping at a campfire, in your 
| tent at the gang camp, or by renting a room. You will usually be given. 
three options regarding how long you want to sleep, enabling you to 
wake up at the most convenient time for you. 
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ATTRIBUTES & METERS 


There are five main attributes in the game: three exclusive to your character, and two exclusive to your horse. 


ATTRIBUTES 


Stamina 


Dead Eye 


Horse Stamina 


Horse Health 


Health The amount of damage that your character can sustain 


The level of physical exertion your character can endure, such as when sprinting or jumping 


The amount of time you can spend in Dead Eye mode 


The degree of physical exertion your horse can endure, such as when galloping and jumping 


The amount of damage that your horse can sustain before it falls 


DESI ом 


These attributes are represented һу dynamic meters that appear in the 
lowerleft corner of the screen. Each meter actually consists of two 
separate gauges: a main attribute meter, and an attribute core. 


* MAIN ATTRIBUTE METERS * 


Main attribute meters are represented by a circular gauge. They are 
depleted in accordance with certain actions or events (lor example, 
taking damage will reduce your health meter) and can be replenished 
by using tonics, sleeping, or through the restorative effect of attribute 
cores. The latter occurs automatically over time for health and stamina, 
and with every kill for Dead Eye. 


Your character's attribute meters start at a low level but can be 
improved. As you pertorm specific actions, you will acquire attribute 
experience points; when these reach specific milestones, the related 
attribute will level up and gain an additional meter segment. 


* ATTRIBUTE CORES * 


Cores are the icons that appear inside each attribute meter, and 
primarily serve as a last-resort extension of the corresponding attribute. 
If a main attribute meter is fully depleted, additional usage or damage 
will begin to deplete the core. With the health attribute, exhausting the 
main meter and its core leads to death 


The secondary function of cores is that they determine the recovery 
rate of the related attribute meter. When full, you enjoy the maximum 
possible replenishment speed; if depleted, you will need to wait longer. 


This makes cores extremely important. If you sustain damage during 
battle, for example, having a full health core will enable you to heal 
fairly quickly: you just have to stay in cover for a moment. The same 
situation with an almost empty core will prove far more challenging, 


and will likely require the use of a health tonic if you have one... or a 
fraught conclusion to your current confrontation 


Cores drain slowly over time through hunger and fatigue. Your stamina 
core, for example, is a lightning icon that is initially entirely white; as 
times goes by, however, you will notice that it gradually drains, with 
depleted sections colored in gray. 


In normal conditions, it takes 90 minutes for a core to drain completely. 
Adverse weather conditions can increase the speed at which they are 
depleted. Cores, therefore, require regular “maintenance” 


* CORE MAINTENANCE * 


Restoring cores can be achieved by sleeping, bathing, or by eating 
appropriate food. Note that the game offers a preview of the impact of 
each item on the affected meters before you actually consume it. 


Sleeping is a cheap and convenient way to replenish your cores. The 
following options are available: 


* Campfires: After you complete the early story mission "Exit Pursued 
By A Bruised Ego", you can set up your own camp almost anywhere 
either by resting (hold @/@, then press the same button again) 
ог by selecting the camp option at the bottom of the item wheel 
Camping gives you access to multiple options, including crafting and 
sleeping, making this a staple feature that you will use often. Note 
that you cannot set up camp in towns. 


* Bed: You can sleep in your own bed at the gang's current camp. 


* Rented Rooms: Another option is to rent rooms in towns for a fat 
rate. 


For a full guide to attribute cores, see page 167. 
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* HEALTH * 


Health is probably the most straightforward attribute, 
representing physical integrity. Allowing your character's health meter 
and core to fully deplete will result in death. Try to always have tonics at 
hand for emergency situations where you may need to urgently top up 
this gauge in order to survive. 


An easy way to level up this attribute is to regularly perform melee 
knockouts or thrown weapon kills. Once you have access to a boat 
rowing is also an effective method to extend your meter. For a full list of 
appropriate training methods, see page 167. 


* STAMINA * 


Stamina determines your ability to maintain physical 
exertion, and requires diligent management. 


The most common cause of stamina depletion is sprinting. To minimize 
the overall drain, switch between maximum speed (by repeatedly 
tapping 60/Q©) and running speed (by holding 60/Q) at regular 
intervals to enable the meter to refill without unnecessarily encroaching 
upon the core. 


While riding your horse, the same principles apply to its separate 
stamina gauge. However, when you gallop at full speed by repeatedly 
tapping ©®/@, you can actually prevent the meter-draining process 


by pressing the button in sync with your mount's gallop. Mastering the 
required rhythm won't take too long, and will leave you free to take in 
the sights as you travel 


A very simple way to level up your stamina meter quickly is to sprint 
often and for extended periods. See page 167 to study all possible 
training methods. 


* DEAD EYE * 


Dead Eye is a special skill that enables you to slow down 
the flow of time while aiming à weapon, giving you a temporary but 
massive advantage aver your enemies. 


To trigger Dead Eye, press @/P while aiming. The basic way to 
‘employ it is to shoot targets manually while enjoying the slow-motion 
advantage. 


After your Dead Eye ability improves early on in the adventure, you can 
queue attacks on multiple enemies, or hit a particular target numerous 
times. With Dead Eye active, move the aiming reticle aver intended 
victims and press (RD / EDI to tag them; when ready, press R2)/QI to 
fire at all specified targets in rapid succession. 


To level up this attribute, hone your combat skills to perform long. 
distance headshots and free-aim kills. For a full list of appropriate 
training methods, see page 167. 
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HORSES 


Horses are an integral part of the Red Dead Redemption 2 adventure. 
Not only do they enable you to move around much faster than you 
can on foot, they also offer storage opportunities that make it easy 
to change your equipment when required. You can even use them to 
carry pelts and captured targets or animal carcasses that you need to 
transport 


* SADDLING HORSES * 


If you want to acquire a new horse without purchasing one at a 
stable, you have two options 


* You can "break" wild horses to gain their trust, This is achieved by 
locking on to the horse from a distance (after catching it with your 
lasso if required) to initiate the calming process. Once the horse 
allows you to get close, you can calm it, then mount it. Try to stay on 
its back by tilting © in the opposite direction to where it pulls. If you 
manage to stop it from bucking you off and ride it for a while, it will 
eventually be tamed and become your temporary horse. 


ж You can also steal horses, with the exception of those that belong to 
fellow gang members, and ride them temporarily. 


Horses will only truly become yours if you put your saddle on them — a 
feature unlocked after a few hours of play in the main storyline. To do 
зо, approach a calm horse with a saddle in hand and hold ©. You 
can only have one saddle, and therefore one main horse, at a time. To 
remove the saddle from your current horse, focus on it (hold 2/29) 


then hold ©. 
* STABLES * 


Stables are available in all major towns. These give you access to the 
following services 


* Buying and selling horses. 
* Buying horse care items such as horse food and tonics. 


* Buying or upgrading equipment such as saddles, saddlebags, and 
stirrups 


* Keeping up to three horses safely. You could, for example, leave your 
favored fast horse in a stable while you ride a more resilient steed 
for an upcoming battle 


* Customize your horse's appearance and accessories, or rename it 


* HORSE CARE * 


To keep your horse healthy and happy, you need to keep it fed and clean. 
A horse's health and stamina cores are affected negatively when it gets 
hungry or dirty. Hold (L3) / ff and navigate to the horse wheel menu 
to select the relevant items 


Nutritious foods such as oatcakes, apples and hay will satisfy your 
horse's hunger more substantially than treats. Giving these foods to 
your mount will also increase bonding. Certain herbs and plants picked 
in the wild can also be fed to your horse. You should avoid overfeeding 
your mount: indulging it when it is already full can cause it to gain 
weight — see page 135 for details 


* HORSE BONDING * 


Bonding represents the level of trust and understanding between you 
and your horse. Higher levels translate into the following benefits 


* Improved horse health and stamina, and new commands available. 


* Improved whistle range and response speed when you call your 
horse, even during combat. 


* Ability to cross deeper water and navigate more challenging terrain, 


* Lower chances for your horse to flee when facing predators. 


The following actions will contribute to increased horse bonding: 
ж Calming your horse when it's agitated. 

* Patting your horse 

* Feeding your horse when it's hungry and grooming it when it's dirty 
ж Removing a heavy item stowed on your horse. 

* Leading, riding, and swimming with your horse 


* Hitching your horse with @ /@) at a hitching post or tree. A hitched 
horse regenerates its cores more rapidly and cannot wander away. 


Some horses will become agitated if they feel threatened or hear loud 
noises (such as gunshots). Use silent weapons such as the bow to avoid 
spooking @ new mount; its courage will increase as you unlock horse 
bonding levels. 


You can call your horse by whistling with ©. At first the whistling range 
is limited, but this will improve as your bonding level increases. Your 
horse will not respond if it is too far away, stabled, or if you are indoors 
or at camp. 
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CRIME 


* CRIMINAL ACTIVITIES * 


‘As you might expect, your association with the Van der Linde gang will 
regularly call for you to take part in illegal activities. 


ROBBERIES 

After you complete the game's first few missions, you unlock the 
ability to perform robberies at locations such as shops, homesteads 
and camps. Stealth is sometimes an option, but most daylight activities 
will require a suitable show of force. Draw your weapon once inside to 
threaten the occupants; naturally, you can reasonably expect certain 
individuals to fight back or attempt to involve the law. A successful 
robbery will be one in which you intimidate or quietly avoid the majority 
of people in the vicinity, incapacitate potential heroes quickly, and 
make good your escape without an extended chase. 


A little later in the story, it is also possible to hold up stagecoaches 
and trains loaded with valuables. Talking to certain employees at post 
offices will give you hints about such potential targets. 


LOANSHARKING 
Early on in the adventure Leopold Strauss, one of Dulch's gang 
members, will offer you missions in which you are tasked to 
encourage” reluctant debtors to pay up. 


Individuals who owe money to the gang are marked on the map with 
a dollar icon 


BOUNTY HUNTING 
Each town has a noticeboard at the depot or sheriff's office, 
occasionally displaying suspected criminals in the area. You can 
retrieve posters from these boards to obtain the necessary details, 
then hunt down bounty targets for rewards. 


Asa rule, you will receive more honor for bringing in a wanted target 
alive than by killing them. This requires you to lasso and hogtie them, 
then deliver them to the local sheriff's office on horseback. 


Wanted targets tend to be hidden in well-quarded areas, so it makes 
sense to prepare your approach and observe the terrain. Some routes 
can prove much safer than others, be it in terms of cover points or 
stealth-kill opportunities 


CRIMINAL ACTIVITY OVERVIEW 


© | Home Robbery 
e 


Shop Robbery 


Use either stealth or brute force to steal 
| from the designated target 


© | Bank Robbery 


| Robbery 


Ы | 
© | train Robbery „| 
$ 


Loansharking 


т sheriff's office, either dead or alive 


[ 
| | Stagecoach 


© Go after outlaws and bring them back to a | 


ILLEGAL MERCHANDISE 


Certain "fence" shopkeepers won't trouble you with questions 
about whether items were legally acquired. These are marked 


with the 4 icon. 


Two fences are specialized in a certain type of goods: one will buy 
stolen wagons and the other stolen horses. These are unlocked 
during the early chapters of the storyline 


* THE HONOR SYSTEM * 


The honor system measures how your actions are perceived in terms of 
morality by in-game characters. As a general rule of thumb, actions that 
are considered as honorable (such as rescuing townsfolk from danger or 
turning in criminals to the law) will add to your honor score; conversely, 
activities that are considered dishonorable (such as killing innocent 
civilians and larceny) will impact your honor negatively. 


Every time you hit certain honor milestones you achieve a specific rank. 
Reaching certain ranks will reward you with unique benefits, You can 
find a complete guide to this system, with a list of all events and actions 
that impact your honor positively or negatively, on page 170. 
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* WITNESSES * 


Whenever a civilian spots you committing a crime, they may try to report 
your action to a lawman. If they succeed you will become wanted, 
causing agents of the law to seek you out, To prevent witnesses from 
raising the alarm, you can either stop them (focus on them, then press 
®/@) or tackle them with G/@. You then have multiple interaction 
options to convince them to forget what they saw. They tend to move 
quickly, so you will need to be decisive in order to catch them. 


Dead bodies that you leave in your wake can also prove problematic 
If they are sighted and reported, lawmen will come to investigate. 
Should they spot you during this process, they are unlikely to leap 
to a conclusion that will work in your favor. This is why it sometimes 
makes sense to hide cadavers when there's a danger of them being 
discovered. To do so, approach the corpse and press @ /@; you can 
then convey it to а suitable spot and press the button again to drop it. 


| Once you have been witnessed taking part in criminal activity in an area, 
| law enforcement will make a note of your current physical description. 
| You can make yourself harder to recognize in the following ways 


By changing your clothes. You can do this at your lodging, at various 
shops, in a rented room, or when facing your horse. 


By altering your hair and beard, which you can do in your camp tent 
or at a barber's shop. 


Wearing a mask or bandana also makes it harder for witnesses to 
positively identify you, potentially enabling you to talk your way out 
of trouble if you are interrogated. 


SERS SES 


* THE WANTED SYSTEM * 


When you commit crimes that are reported by witnesses, you become 
wanted by the local authorities and a bounty is placed on your head, 
Paying your bounty effectively resets the wanted system in a region. 
You should note, though, that each state in the game tracks its own 
wanted criminals and bounty levels 


When you have an active wanted level, the area where the law is 
currently searching for you is represented by a red circle on your map. 
You can lose your pursuers by escaping, by hiding, or by killing all 
nearby lawmen (though this final option is both risky and costly, as it 
will increase your active bounty dramatically) 


As a rule, escaping is by far the most sensible option. Whistle your 
horse if it is within range, then gallop out of the red circle. In many 
cases you will have lawmen in hot pursuit, but you can often outpace 
them, or shoot to deter or disable more persistent individuals. Once 
you are out of the red perimeter, lawmen will continue their search for 
a short while, As long as you are not identified during that time, you 
have nothing to fear. It's usually enough to continue galloping away 
until the coast is clear. 


‘Any bounty placed on your head depends on the gravity of your crime. 
Murders, jailbreaks and robberies count among the most serious 
offenses, and therefore lead to the highest bounties. 


Your bounty in a state accumulates with each successive illegal act. If 
you commit further crimes while the law is chasing you, particularly 
if you kill the forces currently trying to arrest you, reinforcements will 
be sent — and stronger opponents will gradually join the fray. Though 
standing your ground at a crime scene and killing all lawmen as they 
arrive can be exhilarating, it will rarely end well. The chances are that 
you will soon find yourself overwhelmed by sheer weight of numbers. 


After you commit serious crimes and escape, you can reasonably 
expect posses, marshals and bounty hunters to attempt to waylay 
you on your journeys through the wilderness. These unexpected 
encounters will often take you completely by surprise, making them 
dangerous if you are unprepared. 


A bounty can be cancelled by paying it off. This can be achieved by 
handing over the required sum at any post office. 


Note that we study the Wanted system in greater depth on page 174. 
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x ENEMY GANGS * 


* THE VAN DER LINDE GANG * 


There are many missions where fellow gang members can fight 
alongside you, especially when you face large groups of enemies or 
lawmen. Companions will attack on their own and are experienced 
Gunslingers, but you should not count on them to do all the work for 
you. К is your contribution to the battle that usually matters most. 


Whenever а companion's presence is integral to the flow of a mission, 
it is your responsibility to protect the individual in question. If they 
happen to die in a shootout, you will be forced to restart from the 
previous checkpoint. 


Red Dead Redemption 2's world is home to many rival gangs of outlaws 
and misfits. These groups vary in size and structure, but each has its 
own territory and is unlikely to welcome Dutch's gang on their tut 


Attacking enemy camps is dangerous, but can yield valuable loot if the 
raid is a success. 


CHALLENGES 


Challenges are gameplay accomplishments that you complete 
sequentially. There are nine categories in total 


ICON 


KI | Bandit 
O | Explorer 
o | Gambler 


[] | Herbalist 


LÀ | Master Hunter 


T 


RY GENERAL DESCRIPTION 


Theft and robbery. 


Treasure hunting 

| Winning table games 
Crafting and herb-picking 
Hunting and skinning animals 


Horse-riding feats 


Shooting feats 


Crafting and fishing 


ГҮ. |v=ostęm | Ka a tia wong oss 


Each category features ten challenges. Completing all ten within 
a category will provide various rewards: attribute increases, dollar 
payments and, more importantly, reinforced equipment that (once 
unlocked) can be obtained at any trapper shop. 


You can expect to complete a number of challenges via natural 
progression in the adventure. The more advanced ones, however, will 
typically require much mare effort. 


You can find a complete list of challenges and all related rewards on 
page 172. 
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HUNTING 


Animals are valuable natural resources that can be hunted for their 
meat, hides, and other useful materials. 


* TRACKING * 


The easiest way to track nearby animals is to activate Eagle Eye by 
simultaneously pressing © + © / P+ Tr. 


In Eagle Eye mode, animal tracks are clearly identified by luminous. 
trails. You can then press (80 / EE to highlight the trails for a while 
(even after you exit Eagle Eye mode), making them easier to follow. 


If you pay attention during Eagle Eye mode, you will also notice a subtle 
visual effect emanating from your character's body: this represents 
scent, which is carried by the wind. You can use this information to 
find out in advance if the prevailing breeze is likely to carry your scent. 
toward your quarry, potentially ruining your approach. 


There are additional signs of animal life in the wilderness that you can 
identify to track species down, without necessarily activating Eagle Eye 
= including footprints, excrement, or the remains of eaten prey. 


Each animal species has specific habitats. You can find annotated maps 
that detail these on page 149. 


* ANIMAL PARTS * 


Once successfully hunted, most animals in the wilderness can be 
skinned. You can then decide what to do with the resulting goods. 


Depending on their size, animal parts are either stored in your satchel or 
stowed on your horse by pressing ©) /69. 


ж You can cook and eat many types of meat when you rest at a 
campfire. Consuming food is one of the most convenient ways to 
maintain your attribute cores (see page 166 for details). 


* You can deliver animal parts and donate them to the gang camp, ог 
take them to butchers in town to sell Either way, be sure to offload 
them before they begin to decompose. 


* Many animal parts can be sold at general stores and to the trapper, 
‘or donated to Pearson to unlock various upgrades, including satchel 
enhancements. 


* Some body parts, such as teeth and claws, have mysterious powers 
when crafted into talismans — see page 313. 


Note that skinning animals will help you to unlock ranks in the Master 
Hunter set of challenges, 


* HUNTING EQUIPMENT * 


When hunting, you need to choose your weapon carefully to avoid 
ruining your reward. Carcasses that have been damaged by multiple 
puncture wounds or other forms of damage are worth less than those 
that are broadly pristine. 


Early on in the adventure, the bow is the hunter's weapon of choice. It 
enables you to perform clean and quiet kills without scaring away all 
the animals in the vicinity. For optimal results, try to aim your arrows at 
the head or neck of your prey, Note that you can call an animal while 
aiming at it. Doing so just before you release your arrow can help you 
to land a clean shot when the animal raises its head to look in your 
direction, 


There are specialized types of arrows that can prove extremely helpful 
when hunting. Of particular interest are small game arrows (to obtain 
better quality pelts from small prey) and poison arrows (an efficient way 
to take down big animals quickly) 


* HUNTING ACCESSORIES * 


There are items that you can craft or purcha 
hunting: 


е to help you while 


* Bait will attract wild animals, with predators and herbivores 
responding to different varieties. You can drop it on the ground, then 
hide nearby: it may take a few minutes for the appropriate creature 
to take notice. You can also use fresh carcasses to lure certain 
carnivores. 


* Cover scents can make it harder for animals to detect your presence, 
making it easier to sneak closer and catch your prey unawares. 
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FISHING 


ishing is an engrossing activity with multiple layers of complexity to take into account, from the equipment you u 


to the habitat of the spr 


you're aiming to catch. We cover this topic in a dedicated section of this book ~ see page 163. To get you started immediately, though, the following 


brief introduction will help. 


* BASICS * 


There are many places in the world of Red Dead Redemption 2 where 
you can fish. Equip your fishing rod from the item wheel, then select a 
bait appropriate tor ће species you intend to catch. 


FISHING CONTROLS 


COMMAND 


EFFECT 


Hold to display the fishing whoo! 


After catching a fish, press to quick-equip bait 


Hold to grip rod 
With C/I held, hold then release to cast | 
ou press o hook a ish; tap о fick bait 

O WeDo | 

e Rotate clockwise to reel in 


Reset cast; cut line 


Hold (E2/I9 to get a firm grip on the rod, then hold and release A/G to 
cast out. When you get a firm bite, the fishing rod will be pulled downwards; 
quickly press (R2)/ @ to attempt to hook the fish before it can swim away. 


Each species approaches the bait differently. Some species nibble 
cautiously before they take a firm bite; others are more confident and 
will repeatedly take firm bites. Predators can grab the bait suddenly and 
without warning, so be ready to react at all times. When a fish makes a 
meaningful meal of the bait, the bobber gets pulled under the water: this 
is your cue to strike. 


When a hooked fish is struggling, it will aggressively try to escape. 
Your goal here is to control it by pulling the rod left or right in the 
opposite direction to the movement of the fish. This will gradually tire 
your potential catch, making it struggle less. Whenever you notice this, 
make the most of that window of opportunity to ree! in as much fishing 
line as you can before the fish resumes is fight. 


Whenever you reel in and unhook a fish, you can either keep it to eat or sell, 
or release it back into the water to gain honor if it's still alive. Smaller fish are 
stored in your satchel while larger specimens can be stowed on your horse. 


* BAITS & LURES * 


Food bait (such as bread) and natural bait (such as worms) are cheap 
and readily available. That said, you will lose them each time a fish bites 

whether it escapes or you catch it. This means that you will regularly 
need to rebait your hook. 


Artificial lures are more expensive than bait, but they can be used more 
than once, There are different lures that are suited to attracting river, lake, 
and swamp-dwelling species. After casting out using а lure, keep reeling 
itin slowly to make it look like a little swimming fish or insect; a stationary 
lure will not attract any fish, This makes lure fishing harder, but it is the 
only way to attract larger catches 


* FISHING TIPS * 


Environmental conditions play a decisive role when fishing: 


* Asa general rule fish are less likely to see your bait in poor weather, so 
it makes more sense to attend to other business until the sky is clear. 


* Larger fish and rarer species can only be caught using special lures. 
These can be purchased in stores, most notably the Bait and Tackle 
shop in the Bayou 


* There are prime fishing spots in the wilderness where larger (and even 
legendary) species can be found. We reveal their positions and all 
relevant details on page 164. 
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ITEMS & CRAFTING 


Red Dead Redemption 2 features a massive range of items and | 
weapons that you can use for all sorts of purposes. This guide offers 
you dedicated reference chapters for both categories: see pages 300 
and 280 respectively 


This section acts as a simple introduction, giving a general description 
of the types of objects that you will be collecting and using during the 
opening hours of the story 


* ITEMS * | 


* Provisions are consumables that you can eat, drink or smoke to 
replenish one or more of your attribute cores, sometimes at the cost 
of others. 


* Tonics are remedies that restore one of your main attribute meters. 
They also usually grant you the “fortified” status effect, which 
artificially extends the meter in question for a set duration. 


* Ingredients are plants and meat products that can be used for 
cooking. 


* Materials are animal spoils required for crafting 


* Kit items are unique tools with gameplay applications, such as 
the binoculars that enable you to see aver long distances, or the 
bandana that you can wear to prevent witnesses from identifying 
you. 


ж Valuables are precious goods that can be sold or crafted into other 
items. 


+ Documents include the numerous letters, pamphlets, map: 
and many other items that you will accumulate throughout your 
adventure. 


* Horse cargo corresponds to bodies and pelts stowed on your mount. 


* WEAPUNS * 


* Pistols are compact firearms that are not as powerful as revolvers 
but can hold more ammunition. They can also be reloaded quickly. 


* Revolvers are six-chambered sidearms that offer greater damage 
and accuracy than pistols, but slower reload times. 


* Rifles are ranged longarms that offer great accuracy and power, but 
usually have a low rate of fie. 


ж Repeaters provide a superior rate of fire and ammunition capacity to 
rifies, but lower accuracy and damage 


ж Sniper rifles grant excellent damage and precision over long 
distances. 


* Shotguns shoot a batch of buckshot. They are effective only when 
a fight is practically toe-to-toe, though they are peerless when it 
comes to clearing a room or holding a narrow choke point. They are 
‘even more impactful with slug ammunition. 


ж The bow is a silent and accurate weapon, ideal for stealth kills and 
hunting. Various kinds of arrows can be crafted and used for specific 
benefits. 


* Melee weapons are perfect for brawls and situations where it's not 
possible to carry a gun. You can fight with your fists, various knives, 
and even hatchets and swords. 


* Throwables such as throwing knives and tomahawks are an 
alternative to the bow if you need to eliminate a target quietly 
If stealth is not required, volatile area-of-effect weapons such as 
fire bottles and dynamite can decimate groups of enemies in close 
proximity. 


* The lasso enables you to rope certain animals and to immobilize 
enemies, This comes in very handy when you're moving in to capture 
a target that is wanted alive. Once you've temporarily incapacitated 
someone with a lasso, keep (C2)/1 held as you approach them and 
then press © /@ to hogtie them. The hogtied individual can then 
be looted, picked up, carried, and placed on your horse. Lassoed 
targets will break free after a short time if you fail to hogtie them 
Likewise, hogtied individuals may escape their bonds after a while if 
left unattended for too long, 


- WEAPON MAINTENANCE 


pons require regular maintenance to perform optimalh 


Taking care il enable you to negate any stat reductio 


due to wear and tear. To restore a weapon to its 


БЕШ 


* CRAFTING * 


* AMMUNITION * 


There are many types of ammunition. Some of these possess special 
properties that can help in specific circumstances. 


* High velocity cartridges increase range and penetration through 
enemies. 

* Split point cartridges cause increased damage on impact. 

* Express and explosive cartridges maximize your damage output 


* Small game arrows enable you to acquire better quality pelts 
when hunting small animals 


ж Poison arrows are perfect to take down big animals quickly. 
* Fire arrows and dynamite arrows offer increased damage 
potential over a wide radius. 


You can change the ammunition type currently in use via the weapon 
wheel: use (> while selecting a weapon to browse through the 
varieties you have to hand. 


‘Ammunition can be obtained in multiple ways: 


ж Looted from dead enemies 
* Found as a collectible. 
* Bought from gunsmiths or general stores. 


ж You can also create ammunition via crafting. 


ORS 


* LOADOUT * 


You can only carry a set number of weapons at a time. When you 
require specific equipment to complete an objective, move close to 
your horse's saddle and hold (0/3 to display the wheel menu, 
where you can move through tabs with (R)/ E. As you gradually 
acquire multiple weapons within the same categories, tilt © in the 
appropriate direction and tap C/I ог (R2 /@ to cycle through the 
available choices. 


The weapons you select will be the ones you will be taking with you 
when you move away from your horse. Choosing the right loadout 
is vitally important prior to certain missions that might require 
specialized tools — such as shotguns for crowd control, the bow to 
perform silent kills, ог sniper rifles for long-distance eliminations. 


You can craft certain items on the go using the crafting tools in your 
item wheel, but you have access to a wider selection when you are at 
your camp or a campfire in the wilderness. Crafting is accomplished by 
using ingredients. These range from herbs and animal parts that you 
acquire in the wilderness, to items that you purchase in towns, Certain 
shops also offer crafting services to upgrade your gear — but only if you 
provide the required materials to the shopkeeper. 


Among the many items that you can craft are meals, health cures and 
tonics for both yourself and your horse, improved ammunition, and 
equipment. 


* OUTFITS * 


When you encounter harsh weather conditions, it's important to select 
the right outfit. If you fail to do so, being too hot or too cold will drain 
Your attribute cores very quickly. You can change your clothes at a 
camp, in a rented room, a tailor's shop, or while near or on your horse. 


When you are poised to commit crimes, you can also equip a mask or 
bandana from the item wheel to hide your face. This will make it more 
difficult for witnesses to identify you — and, by extension, impede the 
ability of lawmen to mark you as an outlaw, There are also certain 
areas where you may need to wear the correct outfit to avoid being 
recognized. 


New clothes can be purchased at various shops or obtained as 


rewards, and you can also change your hair and facial hair at a 
barber's shop or at your camp. 


* WHEEL MENU * 


You can display the wheel menu at any time by holding (С / @], and 
then move through tabs with (RT) / CM 


* The weapon wheel enables you to switch weapons and 
ammunition as you see fit 

* The item wheel gives you access to your consumables and special 
items that will be of use to your character 

* The horse wheel, which is only available when in close proximity 
to your mount, features the items required to take care of your 
horse — as well as your alternative clothes and headwear. 


Whenever you display the wheel menu, note that the flow of time slows 
down but does not stop completely. If you change your loadout in the 
midst of a shootout, for example, your enemies will continue to fire at 
you while you're making your adjustments. Note that this also applies 
to the satchel 


* SATCHEL * 
All the items that you find, such as provisions and materials, are stored 
in your satchel. You can access it by holding > to study or use any of 
the items it contains. 


If you bring him the right ingredients, Pearson — the gang's butcher — 
will offer to craft special satchels with upgraded capacities 


* UPGRADES * 


You can purchase equipment upgrades from any gunsmith store, 
enabling you to enjoy bonuses such as increased ammunition capacity. 
and slower weapon degradation. 


Though possible only at a later stage of the adventure, completing 
challenges will enable you to acquire reinforced pieces of equipment 
that provide superior boons. 
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MISSIONS 


This chapler details every last step you'll need to lake to complete the Hed Dead Redemption 2 
storyline, while also highlighting other opportunities that you may wish to explore as and when 
they become available. 


Our coverage for each story chapter begins with a flowchart that reveals 

conditions of all missions, as well as optional tasks and feature unlocks. visl 

in the game with minimal assistance, these diagrams will help you to plan ahead without spoiling 
major gameplay or plot developments. 


If you need additional guidance, each flowchart is followed by traditional mission walkthroughs 
that will help you overcome all obstacles on the way. These also include optional mission goals 
that you can complete to obtain the best possible medals (see overleaf). 


Most gameplay features are introduced gradually as you play through the opening hours of the 

story, with tutorials and onscreen prompts providing useful explanations. If you would like a 

more complete presentation of Red Dead Redemption 2's key systems to get the best possible 
start, we encourage you to read the Primer chapter: see page 6. 


MISSIONS 


II 


The charismatic leader of the Van der 
Linde gang. Dutch is radically opposed. 
to government control. He values 
individual liberties above all else 
and dreams of living an independent 
existence, appropriating wealth from. 
others and answering to no authority. 
He is reluctantly starting to realize. 
that the way of life he holds dear 
is fast becoming an unrealistic 
proposition 


THE STORY 50 FAR 


The Van der Linde gang have fled from Blackwater into the Grizzly Mountains after a failed 
robbery. Caught by surprise by a late spring storm, they are desperately looking for shelter 


to lick their wounds. 


This section briefly introduces the principal characters in Red Dead Redemption 2. You may 


wish to watch the story's opening cutscene before you read any further. 


ARTHUR MORGAN 


Dutch’s trusted right arm and the 
story protagonist. Arthur has been 
a member of the gang since he 
was n young boy, when he was 
saved by Dutch - and has followed 
him ever since. His loyalty to the 
gang leader has been unwavering 
in this time, though the recent 
events at Blackwater have clearly 
troubled him. 


HOSEA MATTHEWS 


Hosea is both the most senior 
member of the gang and Dutch's 
oldest friend. Intelligent and level- 
headed, Hosea regularly advises 
Dutch and is valued for his wisdom. 
As much as he shores similor 
ideals, he appears to be much more 
pragmatic In his understanding of 
what lies in store for the gang. 


JAVIER ESCUELLA 


A notorious bounty hunter and Mexican revolutionary from Nuevo 
Parniso, Javier was forced to flee his country. He joined the gang 
four years ago and feels a strong affinity with Dutch's ideals. Very 
committed, passionate and loyal, he will stick by his leader through 


thick and thin. 


ABIGAIL ROBERTS 


Abigail is John's romantic partner 
and the watchful mother of Jack. 
An orphan who worked as a 
prostitute from a very young age, 
she was introduced to the gang 
by Uncle five years ago. 


BILL WILLIAMSUN 


Bill is an ex-cavalry soldier who 
was dishonorably discharged 
from the army. He then turned 
to a life of violence, drinking. 
intimidation and murder. He 
met Dutch five years ago and 
has been a member of his gang 
ever since. Easily angered and 
not the brightest of the band, 
he will do anything for Dutch. 


John has been Dutch's protégé 
since he was 12. He is now at 
a personal crossroads in his life. 
Husband in all but lawful status 
to Abigail, and the father of Jack, 
he isn't always clear about where 
his priorities lie. John was badly 
wounded during the Blackwater 
events that occur just prior to the 
beginning of the story. 


MICAH BELL - 


Micah has only been with the gang 
for about five months. A vindictive 
individual, he always seems to 
approve of Dutch's decisions. 


UNCLE 
Not exactly the most productive 
gang member, Uncle is a whore- 
monger and drunkard who is 
always around when the whiskey 
is open. 


. PINKERTUNS - 


A detective agency established 
by Allan Pinkerton, the Pinkertons 
are private agents hired by the 
US government to track western 
outlaws such as those from the 
Van der Linde gang. Well organized 
and heavily armed, their goal is to 
put an end to the very lifestyle and 
ideals pursued by Dutch. 


MISSIONS. 


THE STORY 
50 FAR 


CHAFTER STRUCTURE 


Red Dead Redemption 2's main storyline is divided into chapters. Each 
in-game chapter features a number of missions that are unlocked in 
a particular order, and sometimes under specific conditions. A new 
mmission, for example, might become available only one in-game hour 
after you complete another. 


Our coverage of every story chapter begins with a large diagram, 
such as the one you can see on the page to your right. This offers a 
convenient and comprehensive overview of all available missions, 
well as how they are connected. 


These diagrams also reveal key features that are unlocked as you 
progress in the main storyline — such as optional activities, mini-games, 
interactions with special characters, and even details such as the 
availability of weapons in gun stores. Each entry comes with a page 
reference that will lead you straight to the appropriate section of this 
guide if you require more information 


Most main story misslons in ed Dead Redemption 2 have hidden medal 
goals that are not revealed by the game during your initial playthrough. 
If your primary task is о rob a bank, for instance, a set of optional goals 
might require you to do so within a specific time limit while maintaining 
a high level of accuracy during shootouts 


The medal you receive upon mission completion depends on how 
optional goals you have fulfille 


MEDAL AWARD RULES 


MEDAL RANĘ: | REQUIREMENTS 
ded if you complete a mission with all optional 


| goats fulfilled 


‘Awarded if you complete a mission with at least half | 
of the optional goals fulfilled 


Awarded if you complete a mission with less than о | 


half of the optional goals fulfilled || _ 


You might notice that a handful of “stranger missions”, which are 
technically optional, are covered here rather than in the Exploration 
chapter dedicated to such events and opportunities. This is because 
these specific stories are connected to the main plot, and are time- 
sensitive; should you fail to complete them before you reach particular 
story milestones, you will miss them altogether. 


The pages that follow each diagram feature walkthroughs for every 
individual mission that is part of the chapter in question. Should you 
struggle with a particular scene, or need assistance to secure the best 
rewards, this is where you will find step-by-step guidance. Each mission 
walkthrough includes a map annotated with numbers. These same 
‘numbers are used as paragraph headings in the text, which should help 
you to find your bearings instantly. 


MEDAL GOALS - 


Though we cover these optional objectives throughout the chapter, 
е you to read the following advice before you go any further. 


+ As we explain in the Primer chapter, we wholeheartedly 
recommend that you play at your own pace instead of attempting to 
complete all medal goals on a first pla ey are far easier 
to secure via later 
If you are aspiring to reach what the game defines as total 
completion, note that it is not necessary to achieve all medal goals 
You can replay missions to try your hand at the medal goals via 
the Progress > ption in the pause menu. Th 


o this, we would suggest, is after you reach the end of the main 
storyline. 


If you manage to re 
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(page 32) 


ENTER, PURSUED BY A 


MEMORY 
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page 35) 
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Master Hunter (page 173) 


AND 


WHO THE HELL IS 


OLD FRIENDS 


© 


(page 34) 


LEVITICUS CORNWALL? 


(page 36) 
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CHAPTER 2 


= IMPORTANT NOTE ON TROPHIES & ACHIEVEMENTS 


If you are an ardent соту it's important to bear in mind that a handful of Trophies and Achievements c 


to certain tasks at specific points in the storyline. These are documented in the following table. 


TIME-SENSITIVE TROPHIES / ACHIEVEMENTS 


CON | TROPHY/ACHIEVEMENT REQUIREMENT - 


Felends with Bonetis mplete a companion activity in cach 


Complete five item requests for fellow 
Errand В; 

E gang mem 

Breaking and Entering Fede 


Give to the Poor Donate $250 to the gang's tithing box 


Lending a Hand ymplete all optional honor missions 


See page 146 for a complete rundown of all companion 
ties. Every time the Van der Linde gang relocates during 
the course of the story. be sure to complete опе of them. 


se page 145 for a full list of possible item requests, Most of 
are available from Chapter 2 to Chapter 4 


ome robberies are time-sensitive, You can find a complete 
jew on page 180. 


to deposit the required sum before 
The main storyline features a number of missions that you ar 


free to a е. We cover all of these assignments and 
in the pages that follow. 


only be unlocked if you attend 
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CHAPTER 3 
CHAPTER 4 
CHAPTER 5 
CHAPTER 6 
EPILOGUE | 
EPILOGUE 2 


ж OUTLAWS FROM THE WEST * 


Take no damage during the shootout 
Loot six or more items from Adler Ranch 
Finish with at least 80% accuracy 


The main challenge here is to take no damage 
during the shootout. Stay in cover until 
opportunities arise to quickly pop out and eliminate. 
опе target at a time 


After the opening cutscene, hold ®/@ and tilt © as required 
to keep up with Dutch, Take nate of onscreen instructions as they 
appear. 


When you reach the homestead, hitch your horse by holding ©/©. 
then follow Dutch on foot. Take cover in the shed on your left (FD /EB®) 
once instructed to do so. 


After looking in the direction of Micah (©). equip your revolver: hold 
C/E and tit © upward, then release. You now need to protect 
Dutch by eliminating the men that are threatening him. Hold (2/1 
to aim your weapon at one of them, adjust the reticle on your target 
with ©, then open fire with ®®/@. Stay in cover and pick off enemies 
until the coast is clear. Note that one of them will appear on the upper 
level, and another from the outhouse on your left, requiring you to aim 
accordingly. You can safely ignore the O'Driscoll that runs away; kil 
him would only lower your honor. 


Follow Dutch into the house and hold ©/© to pick up all 
| available collectibles, including those found inside furniture anc 
| upstairs. Hold €> when the onscreen prompt appears to open you 
satchel and eat some of your provisions (such as baked beans). This will 
restore a portion of your health core, increasing your health recovery 
rate — see page 16 for more details on this topi. 


Back outside, walk to the nearby barn and open the door with 
®/@. Head inside, then press @/® repeatedly to subdue 
| your opponent. Hold (29/29 and follow the onscreen instruction: 
interrogate him once he's down, before picking up your weapon 
hat. After you have dealt with the O'Driscoll, hold (22/19 to focus on 
horse in the bam then slowly approach while calming it with 
(Ө. Lead it with @/@, hitch it on a post, then enter the cabin. 
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RED DEAD 
REDEMPTION. 


* ENTER, PURSUED BY A MEMORY * 


Medal | * Finish with at least 809 
Goals | * Kill all the wolves without taking any damage | 


Avoiding damage can be tough, especially during 
the first encounter. Try to take out at least one 
wolf from a distance as they run down the hill. It 

Notes | | might also help to stay close to Javier, despite his || | 
complaints: the wolves will prioritize him, leaving ||| 
you with more time to target them. Be quick. 

gh, as Javier will not survive many bites. 


Though crafting is only unlock 4 of Chapter 1, you MEI 
ду make a habit of collecting resources whenever you | 
encounter them during your travels. Even if you don't пее 
ything that you gradually amass, you can still profit by 
selling surplus items — and therefore bankroll other things that 


Crafting is achieved by using ingredients such as herbs and 

animal parts that you acquire in the wilderness, and items 

wns. Certain shops also offer crafting 

services that enable you to upgrade your gear if you deliver the 
rials to the shopkeeper. 


tion to the crafting system on page 24 


Follow Javier on horseback until you automatically get down 
from your horse. 


Approach the saddle and open the wheel menu by holding 

(C/G: tit upward to select sidearms, then simultaneously 
press C/I or ®®/ to select the sawed-off shotgun. Release 
C1) ME) to equip the weapon. 


Follow Javier on foot, crouching with © 
prompt appears, After you trigge 


when the button. 
ne, walk up the hill 


a cut 


a _ 


When you are attacked by wolves, draw them to you with @/@ and 
open fire as soon as they are within range; note how the reticle turns 
red, Ideally you should aim for the head, but their movement speed 
makes this difficult. Focus on one at a time by holding (2/29 and 
shoot until it falls. Be ready to dive sideways with /@ whenever 
they attack you. 


As you ride back toward the camp, more wolves will attack you. Open 
fire as they surround Javier and John; once again, aim for the head if 
possible for quicker takedowns. The rest of the ride should pass without 
incident 
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EPILOGUE 2 


* OLD FRIENDS * 


Get 15 headshots 

Catch and hogtie Kieran in under 45 seconds 
Complete the mission in under 15 minutes 30 
seconds 

Kill tree O'Driscolls in the same Dead Eye use 
Complete the mission without using any health 
items 


Medal 
Goals 


These objectives are not complicated, but they 
do call upon skills that require a fair amount of 
practice. To kill three enemies in the same Dead 
Notes Eye instance, you need to “tag” them by moving 
the aiming reticle to their heads; once all three 
have been marked, tap (82)/G to fire at the targets 
in rapid succession. 


Head to the marker at the Colter camp to initiate this mission 
then follow Dutch. 


When you are instructed to retrieve the repeater from your horse, 

move to the saddle and hold C/A when in close proximity 
Like before, tilt © in the relevant direction (here, to the left for longarm 
shoulder weapons) to select your loadout, then release C/A. When 
you own multiple weapons within one category, use (C2)/ID and 
(Д/Д to cycle through them. For this mission, we suggest you take 
the carbine repeater and the cattleman revolver. Аз a rule, it's always 
wise to review your loadout whenever you expect intense battles to 
occur. Having the right weapons with you will often make your life 
significantly easier. 


Follow Dutch until he asks you to crouch (&/4ii), then get in 

cover (FD/ER®) near him. During the conversation, hold 22/29 
and choose to take the lead with @/@. This will give you full contrat 
over how and when you choose to initiate hostilities. Carefully adjust 
your aim to take down the first enemy with a clean headshot. 


This battle involves multiple allies and enemies. Move from опе 
cover position to the next with due caution, regularly reloading 
3/6) when you are safe. Keep track of where the 0 Driscolls are 


with 


located on your radar; their positions are marked with red dots, or red 
segments that indicate their approximate location when they are out 
radar range. Pay attention to elevated vantage points, such as the water 
tower: these are prime positions for enemies to appear. Be careful not 
to overlook them, 


fter the initial assault, loot the bodies of some of your victims. 

А second wave of O'Driscolls will soon attack from the forest 
this serves as a formal introduction to the Dead Eye feature. Activate it 
with @/+ў while aiming your weapon to trigger a słow-motion effect 
that makes it much easier to target and dispatch your foes. While the 
ability is active, you automatically "tag" enemies when you move the 
reticle over them. Press @2)/@ to fire at all marked enemies in quick 
succession. Bear in mind that marking their heads guarantees a clean 
Kill. Dutch will soon ask you how to proceed next. We suggest you 
choose to defend, as it will give you the advantage of superior cover 
points during the next stage of the battle. During this entire section, try 
to stay close to your allies: keeping them alive is a mandatory 
requirement 


Feel free to loot the bodies to top up your ammunition. There are 
also a handful of items to pick up in the camp. Once you're done, 
head to the area marked in yellow on your map and radar to find more 
items to retrieve and, more importantly, dynamite in the large red crate. 


Follow Dutch during the ride back to camp, then start chasing the man 
as soon as Dutch asks you to. During your approach, select the lasso in 
the weapon wheel; you need to take him back alive. Once you are close 
enough, aim at the O'Driscoll by holding C2/ and throw the lasso 
with (2/08. Keep (E2//I held at al times, even when your target falls 
to the ground, then dismount and walk to him. Press ©/© at close. 
range to hogtie him, rendering the man completely harmless. Pick him 
up and stow him on your horse, then head back to camp and carry your 
prisoner to the highlighted area to complete the mission. 
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RED DEAD 
REDEMPTION. 


@ * THE AFTERMATH ПЕ GENESIS * 


Kill each deer with one arrow | 
Do not spook either deer 
Get a clean kill on the second deer 

| 


As long as you crouch-walk at all times, remain out 
Notes | of sight, and secure headshots on the first attempt, 
you should complete all of these objectives, 


You will trigger this mission by greeting Pearson at camp: hold 
(£2/I while next to him, then press ©/€. 


Follow Charles until you automatically dismount. Retrieve your 
bow from your horse's saddle before you begin the search for 
deer in the vicinity 


There are deer tracks in front of Charles. Crouch-walk as you follow 
them to make as little noise as possible. If you struggle to identify them, 
press @/P and Ф/ҸФР simultaneously: this will activate Eagle Eye, 
which heightens your instincts. In Eagle Eye mode, points of interest 


such as animal tracks are highlighted. You can even choose to "lock 


these tracks with RD/EB® to keep them visible for a time after you 
disable Eagle Eye. 


When you spot the first deer, equip your bow and aim at the animal by 
holding (2/19. Press and hold R2)/GI to draw the string until itis taut 
{pay attention to the sounds) to increase power, but be sure to release 
the arrow before your stamina is depleted. Aim to hit the deer's head or 
neck to secure a clean kill. Such "perfect" kills lead to hunting spoils of 
optimal condition — and, therefore, greater value. 


IB 9,4 


££ 


^w 


The second deer is on the other side of the river. Activate Eagle Eye 
again to locate its tracks, then slay it in the same fashion 


Pick up either of the carcasses by holding ©)/€©, then press © 

to whistle your horse, The range of this call is initially limited, but 
will improve over time as the bond with a steed grows (see page 18 for 
details). Stow the deer on the back of your horse before riding back to 
camp with Charles. 


Drop the carcass in Pearson's kitchen, then hold ©/© to skin 
the animal and complete the mission 
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EPILOGUE 2 


* WHO THE HELL IS LEVITICUS CORNWALL? ж 


Save Lenny when he is hanging from the train. 
| After stopping the train, take out the guards within 1| 
| one minute 30 seconds 
| 


Medal 
Take no damage during the shootout 
Goals 
Get ten headshots 
Complete the mission without using any health 
items 
These requirements are all about accuracy and 
efficiency. The key scene is the shootout that 
occurs after you stop the train. Make sure you 
Notes وا‎ b 


remain in cover at all times, moving to secure 
quick individual kills when nobody is fring at you. 
Mastery of headshots is a real boon here. 


Follow Dutch as he explains the plan 


When you reach the robbery site, ride down toward the water tower 
to check on Bill. After your brief conversation, pick up the spool by 
holding @/€, then walk to the nearby detonator to connect it with 
ФТФ. Once you're done, ride back up to Dutch on the cliff above the 
tunnel. Don't forget to select your loadout before the robbery begins. 
The cattleman revolver and carbine repeater are excellent choices here. 
You should also take the time to conceal your face with a bandana: hold 
C/E to display the wheel menu, then switch to the item wheel with 
(R3)/EEh, tilt © toward the bottom-left, then release D/4. 


Once the train arrives, sprint to the overhang and jump on the train 
Move to the side and hold ©)/© to grab Lenny. Тар 69/6) repeatedly 
1o pull him up. 


Head toward the front of the train. After Lenny incapacitates the 

first guard, you can ask him to eliminate the second one, or do so 
yourself. Crouch-walking to him to perform a silent melee takedawn is 
an option, though a headshot with any weapon works just as well. You 
will need to get rid of a few more men as you progress. Be sure to take 
cover if you're not confident that you can eliminate them swiftly. 


When an enemy grapples with you at the front of the train, press 

©/© repeatedly to break free and knock him down. You should 
then head to the front of the engine car and press ©/© to pull the 
brakes. 


As soon as the train stops, take cover behind the nearby rock and 

pick off the enemies one after the other. They will soon be joined 
by a second wave coming from the back of the train. Carefully move 
towards them from one cover point to th 
falls. 


xt until the last advers 


After you are joined by the rest of the gang, walk to Bill to take some 
dynamite and place it on the carriage door with (R2/Q. Light the 
fuse with @/@ then retreat to a suitable distance before it explodes. 
Get on the train and search the carriage thoroughly to obtain various 
collectibles. Your main objective is the lock box in the cabinet at the 
back of the carriage; hold @/@ to open it and retrieve the bonds 
inside. Back outside, deal with the guards as you see fit. If you decide 
to get them back on the train rather than kill them, make your way to 
the engine car. Note that you are free to loot all the bodies and search 
the carriages to secure more collectibles. Start the train with ©/© to 
complete the mission. 
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PRIMER 


Notes 


Follow the rest of the caravan until a cutscene is triggered. 


Pick up the broken wheel by tilting © forward and roll it back | Get 
agon. Bash it a few times with 9/6) to put it back | Horseshoe Overlook should be entirely uneventful, Don't forget to pick 
up Javier just before you reach your destination. 


toward the. 


into place. 
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Pick up Javier when you enter Horseshoe 
Overlook 
Complete the mission within six minutes 


Javier awaits just before the camp's entrance, your 
final destination. Stop the wagon close to him to 
pick him up. 
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©. The rest of the journey to 


CHAPTER 2: HORSESHOE OVERLOOK 


PRIMER. 


EXPLORATION 


ATLAS 
TABLE GAMES SPECIAL COLLECTIBLES 


Poker (page 220) * Cigarette Cards (page 199) 


WEAPONS 


ITEMS 


WHO IS NOT 
WITHOUT SIN 
{page 42) 


‘Any one mission complete 


— I EXTRAS 
Move at least 350m away and return to camp 
to trigger a conversation with Ms Grimshaw | 


THE SPINES OF 
AMERICA 
(page 43) 


BOUNTY HUNTING 


Ellie Anne Swan (page 184) 
Lindsey Wofford (page 184) 


INDEX 
ACTIVITIES SHOPS 


Hunting — Charles (page 146) * Stables (page 18) 


SHOPS 
Emerald Ranch Wagon Fence (page 287) 


THE STORY. 


EXIT PURSUED BY 
A BRUISED EGO 
(page 46) 50 FAR 


STRUCTURE 


CHAPTER 1 


POLITE SOCIETY, 
1, GOOD, HONEST, 
Ф vaania STYLE A SNAKE OIL 


(page 48) 


CHAPTER 3 
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ACTIVITIES 
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After one in-game hour 


After one game hour | 


T 
POURING FORTH THE SHEEP AND 
OIL IV AND => THE GOATS 
page 50) 


(page 


EPILOGUE 2 


POURING 
FORTH OIL I-11" 


(раде 50) 


AMERICANS 
AT REST 
(page 41) 


A STRANGE 
AND => ® KINDNESS 


(page 53) 


WE LOVED ONCE WE LOVED ONCE 
AND TRUE - I AND TRUE - Il 
(page 48) (pago 48) 


WE LOVED ONCE 
@ AND TRUE - Ill 
(page 48) 


PAYING A. 
SOCIAL CALL 
(page 44) 


After 
“Eastward 
Bound” 


CHAPTER 3 


MONEY LENDING & MONEY LENDING & 
OTHER SINS - 1& II OTHER SINS - Ill 
(page 45) (page 46) 


STRANGERS ACTIVITIES SPECIAL COLLECTIBLES 
‘Arcadia for Amateurs Home Robberies (page 180) — Dinosaur Bones (page 208) 
(page 186)* Shop Robberies (page 181) ж Rock Carvings [page 210) CHALLENGES 
eo Dreams (page uae Ge CO ano = Q A FISHER OF MEN Survivalist (page 173) 
The Smell of the Grease Table Games (page 220) Gunsmith (page 286) А QUIET TIME (page ACTIVITIES 
Paint (page 186) Mu Special Carats Baber Shop ape 326) [D] Fishing (page 163) 
1 (page 228) General Store (page 3 
арры d T Tailor (page 38) BLESSED ARE AN AMERICAN 
(page 191]*** TREASURE HUNTS Fence (page 326) THE MEEK’ T PASTORAL SCENE 
The Noblest of Men, and аск Hall Gang (page 196) Doctor (page 327) Complete “Paying a Social (page 47) te (page 51) 
a Woman (page 192)**** High Stakes Treasure (page 197) Complete “Good, Honest, Snake Oil” PEET 


Le Tresor des Morts (Pre-Order Bonus) (page 198) 


BOUNTY HUNTING 
pochad Horn", We hanes Eun * Joshua Brown (page 184) 


After 12 in-game hours 
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® * POLITE SOCIETY, VALENTINE STYLE * 


=y 


Return the lost wagon horse to its owner 
Find Karen in under 45 seconds 


These requirements are entirely straightforward. — || 
Notes | Head straight for room 2B upstairs once you enter 
the hotel to find Karen within the allotted time. 


Speak to Uncle at the edge of the camp to trigger this mission, then 
follow the waypoint as you ride toward Valentine. Note that you can 
help the coach driver to get his horse back if you wish. This optional 


| objective serves as a refresher course on how to calm horses: approach 
while focusing on it by holding (L2) /J, then press © /© until you can 
lead it back to its owner (8/69). 


Once in Valentine, follow Uncle and the various onscreen 
markers and objectives until a stranger assaults Tilly. Walk over 
| and intervene to rescue her. 


Next, head inside the hotel and make your way to room 2B upstairs, Kick 
the door, knock out the man inside with melee attacks (©/©). then 
follow Karen back outside 


As soon as the man who recognizes you starts to flee, borrow a 

nearby horse and chase him. Тар ® /@ repeatedly to gallop at 
maximum speed; remember that timing your presses to match the 
rhythm of your horse's hooves will enable you to avoid stamina loss. If 
| you lose sight of your target, a red segment on the outer rim of your 
radar will indicate his general whereabouts. 


The man will eventually fall from his mount and end up hanging 
from a cliff. You are free to either save him or let him die. Both 
outcomes end the mission, though your decision will lead to a gain or 
decrease in honor (see page 19 for details). Note that you can then 
return the borrowed horse to its owner in Valentine for an honor gain. 
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п — enm EXPLORATION 
NEW MELEE MECHANICS ATLAS 
WEAPONS 
The "Americans at Rest” mission introduces two new mo IS 
you can use during brav 
EXTRAS 
= Press @/@ to block incoming assaults. This is an essential INDEX 
skill that you will need to employ when you face skilled or 
| resilient foes who are more likely to counter your blows. In 
| such situations, avoid taking the initiative: most of the tim: THE STORY 
your op will deflect your jab or, worse, punish you with S0 FAR 
a counter. Instead, let him attack you and, before his blow STRUCTURE 
lands, block ie Gia leave him exposed to a couple CIT 
3 pf quick punches. Repeat this sequence multiple times and 
Medal | * Save Javier within 15 seconds oaza? ku KI Wa ar v Ө "€ j 
Goals | * Defeat Tommy within one minute 30 seconds Pianta ea Eri Mesi] with Ж 
| {2/19 held and © tilted in a direction) with the right timing CHAPTER 3 
Notes | Folow the advice detailed in the accompanying = you to dodge a How ou can then counterattack AE 
| мамо while your opponent is off-balance. pee 
==> = CHAPTER 6 
Meet Javier and Charles at the waypoint in the saloon. Punch EPILOGUE i 
with ©/@ during the brawl that ensues, but be ready to pay 
EPILOGUE 2 
attention when new fighting mechanics are introduced (see the nearby 


box-out for details). After taking down your first opponent, you can 
ist your three companions. 


* You can grapple enemies with @ /@). You then have three 
options: releasing them by pressing ©)/©, choking them by 
holding @/@, and punching them (repeatedly if you want) 


with ©/©. 


After the brief cutscene, deal with the man restraining you by tapping 
©/@ repeatedly. You now need to rush to help Javier, who is being 
attacked by the giant who walked down the stairs 


This individual, Tommy, is a much more dangerous pugilist than those you 
have fought before now. Punching him relentlessly will simply not work, so 
you need to opt for astute counterattacks: focus on blocking his attacks, 
then swiftly hit him with a punch or two when an opening presents itself — 
and repeat. Mash ©/@ to break free should he manage to grab you. 
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© ж WHO IS NOT WITHOUT SIN * 


Win two hands of poker 
| Return Swanson to camp within two minutes five 
| seconds | 
| 


As long as you sprint on foot and gallop while on 
Notes | horseback, the time-sensitive requirement should 
pose no particular difficulty 


Head to Flatneck Station, just southwest of the camp, and look 

for Reverend Swanson inside the building. If you would like an 
introduction to poker, accept the man's invitation; you can find a 
detailed guide to the game on page 220. 


Back outside, look for the reverend in the highlighted area. You 

can talk to two characters outside the station to get directions. 
Once you've found him, you have to knock out his creditor. Much like 
Tommy in "Americans at Rest", this is not your average opponent, so 
you need to adopt defensive tactics. Allow him to attack you first and 
block with ©)/©. then immediately follow up with a brief flurry of 
punches. 


When the creditor falls, you will notice that a passer-by saw 

your deeds. If you let this witness report your crime, you will 
become wanted and a bounty will be placed on your id. This acts 
as an introduction to the Wanted system (see page 20). For now, all 
you need to know is that you can stop witnesses before they report. 
illegal activities, but you will need to give chase immediately. In this 
instance, sprint or gallop after the man and hold (C2)/IB to interact 
with him. Select "Stop Witness” (®/@), then threaten with the 
same button. Alternatively, you can beat rob him, or perform a 
warning shot by aiming and tapping © before pressing the trigger. 


Reverend Swanson can be found at the nearby viaduct, and you need 
to act swiftly: sprint to his position and help him to release his foot by 
tilting © forward and press ©0/© repeatedly. 


After the cutscene, pick up Swanson and stow him on your 

horse. Ride back to camp, hitch your mount at the marked 
location, then finally drop the reverend off in his bed to complete the 
mission. 


RED DEAD 
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Silently kill the bounty hunters by the river | 
with Javier | 
Medal | * Shoot the rope to free Sean | 
Goals | * Get ten headshots | 
Complete the mission without using any | 
health items 


| 
The tricky part here is to secure ten headshots. Get || 
| 


Notes used to flicking @ every time you lock on to a target 
and this should become less intimidating 


You need to meet Javier just to the north of Blackwater to 

initiate this mission. The entire region is in lockdown, meaning 
that any law enforcement forces will shoot on sight. Stay close to the 
river to the north to avoid any potential encounters. 


After the cutscene, mount your horse and head to the 

highlighted area to the north. Follow the boat as it sails down 
the river until it moves close to the shore. Observe the scene with your 
binoculars, then ride with your allies to the riverside. 


Cross the river with Javier. Once Trelawny performs his diversion, 
crouch-walk to reach the two guards and — with your knife in hand — 
stealth-kill the one on the left. 


Your objective is to move up the canyon, running {rom one cover point 
to the next and eliminating any foes in range. Look out for snipers, as 
they can be a nuisance: try to eliminate them with clean headshots 
when an opportunity arises 


Apply the same strategy when you storm the enemy camp at the top of 
the canyon: take cover, briefly hop out and lock on to a target (ideally 
flicking Ө at this precise moment to aim for the head), then fire and 
switch back to cover — and repeat. Note that you can shoot the rope 
from which Sean is hanging to rescue him before the battle ends, Cut 
him free when he's on the ground to end the mission. 
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EPILOGUE 2 


Silently kill four O'Driscolls. 
Got 12 headshots 

Finish with at least 80% accuracy | 
Complete the mission without using any health 
items 


If you eliminate all the lone O'Driscolls on the 
camp perimeter with bow headshots, you then 

Notes | only need to carefully and methodically take out 
the remaining ones from caver during the final 
shootout to get a perfect result. 


Speak to Kieran, the O'Driscoll tied to a tree at your camp, to 

begin this assignment. Follow him and John on horseback until 
you reach the Six Point Cabin hideout. Make sure you take the bow, your 
carbine repeater and your throwing knives with you before you move 
away from your horse. 


| Your priority here is to remain incognito, which is easier to 

achieve by taking the lead. Start by crouch-walking towards the 
O'Driscoll who is relieving himself against a tree. Wait until he's done 
talking to his friends, then take him down silently from behind with 
your knife in hand. Proceed in the same way with the next two 
enemies: as you stab one, Bill will kill the other simultaneously. There 
| is one more lone guard that you can kill in the same manner at the 
bottom of the hill. 


Once at the perimeter of the hideout, your goal is to eliminate all 
O'Driscols in the area. Though a shootout is a perfectly valid approach, 
you will make your life much easier by eliminating as many foes as you 
can with stealth kills in advance. Close-range assaults are impractical 
here, though, so this is where your bow will come in handy; throwing 
knives are slightly less reliable due to their limited range. You can 
eliminate all lone guards without raising the alarm. They are all 
| represented by red dots on your map, making them easy to track. 


When the only O'Driscolls remaining are those around the 

campfire, stealth is no longer viable. Choose a suitable cover 
point, draw your carbine repeater, then open hostilities with a clean 
headshot. The rest of the battle should pose no particular prob 
Head to the cabin when the coast is clear. 


fter the cutscene, search the cabin. In addition to the various 

supplies available, there are a few money clips on the table. 
Don't forget to examine the chimney and to pick up the double 
barreled shotgun hung on it. Open the weapon wheel and press 
@/ dft while selecting the newly-acquired shotgun to display the 
maintain menu: you can then press @/@ to clean it with gun oil 
Before you leave, note that there are a few additional items to collect 
in the camp outside. 


RED DEAD 
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Note that there are no medal goals for this mission. Speak to 
Strauss at the back of the camp, where he will ask you to retrieve 

money from debtors. You only need to go after one of them to complete. 

the mission, but taking care of all three will lead to a better payment. 


Mr Wróbel lives in a small house found in the middle of a 

marked area, just west of camp. Confront him, then loot his 
house to settle the debt. You can obtain various supplies while there, 
and even steal his horse from the barn outside. 


You will find Chick Matthews under a wooden canopy in Guthrie 

Farm, to the west of Emerald Ranch. To identify him, however, 
you first need to talk to the man sitting on a nearby uprooted tree 
Matthews uses this opportunity to get away on horseback. Immediately 
gallop after him; as soon as you catch up, stop him as you see fit, 
though we recommend the lasso. This will reward you with a treasure 
тар, which you can examine by selecting it in your satchel. 


© x A QUIET TIME * 


After viewing the treasure map, head to the waypoint and examine the. 
hole in the tree. 


Lilly Millet sits on a bench by a house at the northern edge of 

Emerald Ranch, to the east of Valentine. Confront her to trigge 
а fist fight with Cooper. Focus on defensive tactics and counterattacks 
to knock him out, then loot him to retrieve the money. 


Once ready, return to camp and interact with the tithing box 

located next to Dutch's tent. This unlocks the ledger, a feature 
that enables you to purchase camp upgrades and to restock supplies. 
Open it and purchase an upgrade of your choosing — such as the 
provisions, for example, which will unlock better food items for you to 
collect. To study the available options, see page 143. 


After speaking to Dutch in his tent to begin this mission, mount 
your horse and head to the Valentine saloon with Lenny. 


Once inside, lean on the bar with ©/©. The rest of this 

sequence is best enjayed without advance notice of what occurs. 
If by any chance you struggle to locate Lenny in the three instances 
when he disappears, you will find him first on the walkway upstair 
then on the bar, and finally in the main room. 


| Try to make amends with an old rival | 
Catch Lenny in the act | 
Don't get arrested | 


Tommy, the old rival, is sitting at a table in the main 
room while you're looking for Lenny for the first time, | 
while Lenny can be caught in the act in room 1A | 
upstairs when he disappears for the third time. Finally, | 
Notes | run on the left side of the alleyway to escape the law, | 
avoiding the wooden barrel before you reach it, then 

| turn right and jump over the fence, Achieving this 
| leads to an alternative ending scene where you wake 


up in the wildernes 
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A > 


Medal 

rm hoot the bear at least six times 
| Complete the mission within 12 minute: 
| Tracking the bear and completing the mission 
| Notes | quickly is easy when you know where to go in 


advance on a repeat attempt 


Hosea awaits your arrival at camp. Start by removing your saddle 
from your old horse (hold (C2)/]J and ©), then place it on your 
new one. You can now mount ít and follow Hosea to Valentine. 


Tak e horse inside the stable and decide what to do with it. 

When offered the opportunity to buy a new one, make your 
decision in accordance with the stats and money that you are prepared 
to spend, A good mount can really make a difference in the vast 
Red Dead Redemption 2 game world, so an upgrade is one of the best 
investments you can make. Back outside, mount up and follow Hosea 
again 


When Hosea asks you to hunt a rabbit, draw your bow and take 

down the animal, then set up camp by selecting the corresponding 
entry in the item wheel. Once seated in front of the fire, follow th 
onscreen instructions to cook plain game twice, then go to sleep until 
morning 


After a litle crafting, get back on your horse and follow Hosea. Don't 
forget to take your best weapons from your saddle. Look for clues of the 
legendary animal's presence by activating Eagle Eye (@+@/ Wr + ФР) 
Clues are highlighted by a distinct visual effect; inspect the footprints 
by holding @ /@). Using Eagle Eye again will then reveal the animal's 
tracks, which you can highlight with (R3 / E. С 
clues and follow the trail until you trigge 


ntinue to look for new 


acu 


Whether you choose to use bait or to split up, you end up facing 

a huge bear. Fire at will during the automatic Dead Eye moment 
Once the coast is clear, check on Hosea to complete the mission. If you 
feel up to the task, you сап now attempt to finish off the bear to defeat 
your first legendary animal (see page 162) 


Medal | „ ,, 

Complete the mission within two minutes ten seconds 
Goals 

Beat up Downes to conclude the exchange quickly, 
Notes 2 


then rush back to camp. 


Search for Thomas Downes in the marked area, just southwest of 

Valentine. You will find him a short walk from the east of the 
house. Try to convince him to pay his debts in wh 
deem appropriate. 


After the cutscene, return to Strauss back at camp to complete 
the mission. 
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* BLESSED ARE THE MEEK? * 


PRIMER 


While escaping, kill all mounted lawmen within 
55 seconds 

Medal | * Get 15h 

Goals | + Finish with at least 70% accuracy 
Complete the missi 
health items 


shots 


n without using any 


Read "The Sharpshooter Technique 
your ability to perform headshots. Given the number 

Notes | ої enemies you face, this is the perfect mission to 
practice this technique until you master it, making it 


mprove 


easier to complete all four objectives in one go. 


You will find Micah at Strawberry's jail building. Make sure you 
arrive well-equipped and completely rested, as you will have to 
survive a major shootout during this mission. 


You can speak to Micah from outside, through the barred window. To 
free him, grab the hook from the nearby steam donkey and attach it to 
the cell window, then return to the device and pull the lever. You can 
alternatively use dynamite should you have any at hand, or loot the cell 
y from the lawmen inside the jail 


As soon as Micah is out, a fierce battle will take place on the 
streets of Strawberry. As usual, jump in and out from cover to 
eliminate your enemies effectively, landing as many headshots as 
possible (see “The Sharpshooter Technique"). Whenever you clear an 
area of lawmen, follow Micah and ready yourself for the next wave. 


Once you're back outside the jail building, hop back on your 

horse and follow Micah. Law enforcement forces will likely give 
chase. Use the same technique as before to take them down quickly 
ith headshots. This works just as well on horseback as it does on foot 
Ride away until you are no longer wanted. 
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THE SHARPSHOOTER 
TECHNIQUE 


A fundamentally simple but hard-t 

it possible to align instant h 

are using Red Dead Redemption 2's default aiming scheme. 

Every time you lock on to an adversary, your weapon's reticle 

is positioned on the target's chest. If you very briefly tilt © at 

this very moment to align the reticle aver the head and open 
jou сап kill the foe instant 


hots on most enemies if you 


* Hold C/I to lock on to your target (reticle on the chest). 
* Apply a subtle flick on @ (reticle on the head). 
* Immediately press (82)/ to fire (headshot). 


* Release 22/19 and you can repeat the maneuver on the E 
next target in the vicinity 


With practice, this method will enable you to dispatch groups 


of foes in mere seconds. Note that 
ammunition types to improve 


бїр special 
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Peacefully convince the Chelonians to let you take 
Jamie 
Return Jamie to Mary within two minutes 


When returning Jamie to Mary, follow the railroad 
rather than the path suggested on your radar to 
save time, Having a few horse stimulants can be 

Notes | useful to be able to constantly gallop at full speed 
Choose the “positive” answer in both instances 
during your conversation with the Chelonian leader 

| by pressing @/@. 


Head to Arthur's tent and read the letter on the table. 


Next, make your way to Mary's house at the northern edge of 

Valentine. During the cutscene that follows, you are free to 
decide whether you wish to help Mary or not. If you accept, you will 
continue with the rest of the mission. Should you refuse, this particular 
story will end here 


If you chose to help Mary, you can now ride to the next waypoint 
to the east of Cumberland Forest. Hitch your horse and walk to 
the group of Chelonians by the cliff's edge. 


After the cutscene, hop on your horse and gallop after Jamie 
This is a rather long chase, so try to press ©&/@ in sync with 
your mount's gallop to avoid stamina loss. 


When you regain control of Arthur after the train cutscene, lightly hold 
B/G to fill the meter, then pres 
triggers an automatic Dead Eye instance in which you have a couple 
of seconds to align a clean shot at Jamie's gun. Make sure the reticle 
is suitably positioned (killing Jamie will result in failure), then press 
2/0 to fire. 


ss firmly to draw your weapon: this 


Finally, head to Valentine's train station. Note that you can 
actually follow the railroad for a more direct ride: it will take you 
straight to your destination. 


| Stop Benedict Allbright falling off the ci 

Medal | * Hogtie Allbright within one minute 15 s 

Goals | * Return Allbright to the sheriff within one minute 
30 seconds 


| Our walkthrough covers all of these requirements 
Note that you can shave a few seconds off the 

Notes | timer on your way back to the sheriff by heading 
directly to his office rather than by staying on the 
main road 


Head to the sheriff's office in Valentine to trigger this mission. 

Your objective is to capture a man with a bounty on his head and 
deliver him back to the sheriff. Ride to the location marked on your map, 
Which is directly north of Valentine. 


When you reach the gorge, do not cross the river: instead, ride up the 
cliff path that runs alongside it to reach your target, Benedict Allbright 
After you confront him, pull him up when he falls from the сїйїї: tilt © 
upward and press ®/@ repeatedly. 
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As soon as the chase begins, gallop at full speed alongside the 
river to catch up with Allbright. Cross the river at the first 
‘opportunity and continue the chase on the opposite bank 


You will soon reach an area where the current is weaker, enabling 

you to lasso the fugitive while he's still in the water. Hold (2/9 
and R2/@î whilst on horseback to pull the target in, then dismount 
and walk to him; you can then press ©/@ to hogtie him. Once he is 
suitably restrained, you can release (2/29. 


Finally, stow Allbright on your horse and return him to the 
sheriff's station. The mission ends when you drop him in the cell. 


* THE SPINES OF AMERICA * 


Loot all items from the C: 
Medal | * Don't get spotted 
Goals | * Deliver the wagon to Emerald Ranch within one 
minute 10 seconds 


mody Dell house 


The night-time scenario (ET) is by far the 
easiest option if you intend to complete all three 
objectives. As long as you crouch-walk during the 
entire burglary, opening all doors gently, you will 
remain undetected. This will leave you plenty of 
time to methodically loot all items in the house. 
Don't neglect to take the food and drink that you 
find. You can leave via the stagecoach at the front 
of the property — the shortest and safest way to gi 
to Emerald Ranch and meet the deadline. 


Notes 


Speak to Hosea outside Emerald Ranch's barn, then ride with 
him to the northwest. 


Once you reach the designated area, hitch your horse and hide 
behind the marked rock. From this position, take out your 
voculars: hold (С1)/@  . press RD/ EB to display the item wheel, tilt 
© to the right, then release (С1)/ @ ]. Look toward the house through 
the binoculars until a cutscene is triggered. You then have to choose 
between robbing the house during the day (EZ) or at night (ED). 


In the daytime scenario, you need to sneak into the house via 

the back door while Hosea causes a distraction at the front. 
Your time is limited as his diversion only lasts a couple of minutes, 
but the house is completely empty while you avail yourself of its 
valuables. Just be sure to leave the premises when Hosea begins to 
say goodbye. If you wish to take no chances, all you need to do is 
search the chimney to complete your main objective. However, there 


are many additional valuables in the house's three chests (two 
downstairs, and one upstairs), as well as inside various pieces of 
furniture. Just don't forget to close any door or drawer that you open: 
if you fail to do so, someone will notice the burglary and raise the 
alarm. When ready, quietly go around the back of the house and 
meet Hosea inside the barn. 


In the evening scenario, arguably the easiest of the two, you can enter 
the house via the front door — but silence is golden, as you must take 
care to avoid waking the sleeping occupants or leaving any clue of your 
illicit visit. As long as you crouch-walk the whole time and remember to 
leave all furniture as you found it prior to pilfering, though, little can go 
wrong. After you reach the required haul, Hosea will be waiting for you 
on the stagecoach outside the front door. 


You now need to take the stagecoach back to your starting point 

at Emerald Ranch to complete the mission. In the daytime 
scenario, it makes sense to make a left U-turn right as you leave the 
barn: this will not expose you to any potential witnesses as you depart. 
In the nocturnal scenario, Hosea awaits you aboard the stagecoach 
outside the front door. You are then free to drive straight back to 
Emerald Ranch 
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© * POURING FORTH OIL I-IV * 


| Ез Deliver the wagon to the drop-off within опе 
(Part | minute 45 seconds 


This is much easier to achieve if you steal the oil 
Notes | tank from Cornwall Factory Kerosene 8 Tar (EZ), as 
this leaves you much closer to the drop-off point 


Kill all the train guards before Sean fires a shot 
Clear the baggage car of loot 


Medal | Escape the law within one minute 30 seconds 
Goals 
Get ten kills using Dead Eye 
реон 
Complete the mission without using any 
| health items 
The key here is make effective use of the Dead Eye 
| tagging" function: while in Dead Eye mode, mark 
the heads of multiple enemies with (Ri)/ СА before 
| taking them all down at once with A/G, This 
|] Notes | method is the best way to kil the train guards before 


| Sean can fire a shot. During the main shootout, brief 
Dead Eye bursts to kill single targets are also great 
to work toward the related requirement. The rest of 
the objectives are a simple matter of efficiency. 


After speaking to John at camp, your goal is to steal an oil tank 

required for the train robbery; this part will be skipped if it is the 
only mission available, or should four in-game hours pass while it is 
active. There are two possible locations, both marked by a dedicated 
icon ( |: a challenging one at Cornwall Kerosene & Tar (EZ). and an 


easier one that moves from that same location to Valentine (87). 


This oil tank is located just north of the railway, in the yard enclosed 
by a wooden fence, with multiple guards patrolling in the area. Their 
numbers are such that a pure stealth approach is unlikely to succeed. 


Instead, stand behind the fence and observe the yard from the northeast 
corner. After a short while, you should notice that the guards’ patrols 
leave the oil tank unattended. Use this opportunity to clamber over the 
fence and sneak to the wagon. Jump into the seat and brazenly ride 
it straight out of the courtyard. The sentries posted at the nearby exit 
might fire at you — but it should be too little, too late. Head south u 
you are outside the red circle to complete your escape. 


This alternative wagon is much easier to steal. Initially located close to 
the other one, a driver eventually arrives to deliver it to Valentine. This 
leaves you free to take possession of the oil tank at any point on the way, 
or t0 steal it from its fixed position once it reaches its destination. All 
you have to do is take out the driver. Be mindful of potential witnesses. 


Take the oil tank to the waypoint. 
Meet John back at camp. 


After one in-game hour, you can then meet him again at the 
waypoint to the east of camp, then head to the next one to the 
southwest 


Bring the wagon to a halt over the railway tracks. Afterwards, 

head inside the first carriage. Accompany John and rob the 
passengers by holding (L2 /I , following the onscreen prompts to beat 
them as required. Repeat this show of force in the second carriage until 
John asks you to go check on Sean. 


Head to the baggage carat the far end of the train and keep a close eye 
оп Sean. As soon as he is attacked by an enemy, activate Dead Eye to 
take down the aggressor, then immediately pick off the second man on 
the rooftop just above. Note that you can now manually “tag” enemies 
ED before firing while in Dead Eye mode. Two additional 
assailants will appear inside: deal with them immediately. Once the 
coast is clear, search the baggage car to retrieve valuables, particularly 
in the chest and cabinets at the far end. 


50 


RED DEAD 
REDEMPTION. 


When lawmen arrive after а brief cutscene, you need to eliminate them 
all from your position on the train. A second wave will soon appear on 
the other side, so stay behind cover. If you feel overwhelmed, get rid 


of at least a few targets instantly with Dead Eye, After dispatching all | PRIMER 

hostiles, mount up and gallop straight to the north until you are clear of 

the search area. If you are fast enough, you will lose any pursuers before | exer onArtoN 

they have a chance to reach you. If not, take down those closest to you 

and keep going in the same direction until the mission is complete. ATUS 
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EPILOGUE 2 


(v) * AN AMERICAN PASTORAL SCENE * 


Fan UNOS bya 


Headshot each of the mounted guards protecting 
the wagon 

Kill ten enemies using Dead Eye 

Complete the mission within five minutes fifty | 
seconds 

Complete the mission without using any 
health items 


You can take out most of the mounted guards with 
Notes | swift Dead Eye headshots. Try to gallop cl 
them to make the maneuver a little easier. 


= 


Head to the marked area just east of Strawberry. You'll find 
Micah by a campfire overlooking the forest. Follow him until the 
stagecoach arrives. 


Before you can rob the stagecoach, you need to eliminate the guards 
surrounding it. As they are all in relatively close proximity, this is a 
perfect opportunity to take them all down with a Dead Eye ambush’ 
carefully tag their heads with R/E, then open fire to kill them all 
at once. If your Dead Eye gauge is empty, you'll either need to consume 
a suitable tonic to replenish it, or use standard marksmanship to 
complete the objective 


Once all guards are down, get on the stagecoach. After the 

ambush, methodically pick off each enemy in turn using your 
new weapon, making careful use of cover at all other times. Join Micah 
at the stagecoach and shoot the lock to complete the mission. 


51 


@ * A FISHER 


OF MEN * 


You will find Abigail in her tent at camp. Speak to her, then to Jack, 
before jumping onto your horse and heading to the marked area. 


Once at the riverbank, follow the onscreen instructions to equip 

your fishing rod from the item wheel and the cheese from the 

bait wheel, Next, cast out; this works in the same way as aiming and 

ing a weapon. You then need to wait and press @2/@ to hook the 

fish when you feel a bite. As soon as a fish attempts to escape, tilt © in 

the opposite direction to where it is moving, then rotate Ө clockwise to 

reel it in whenever it tires. Keep alternating between these processes 

until you catch the fish. Before you go for a second fish, quick-equip 

more cheese (or do so via the bait wheel if you prefer). After the 
cutscene, ride back to camp to complete the mission. 


fter arriving at the river, catch a fish within one 


minute 30 


nds | 


Complete the mission within seven minutes 20 seconds 


Notes You should find both objectives easy to complete 


even on a first attempt. | 


[C2 * THE SHEEP AN 


Herd all the sheep back to the pen in Valentine. 

Get 35 headshots 
EAN 
| Complete the mission without using any 
| health items | 
| If you struggle to maintain the required accuracy, 
| Notes | make liberal use of Dead Eye to align clean 


headshots, consuming tonics to refill the meter 
when necessary. 


John awaits your arrival at Valentine, in the auction yard. Follow 
him as you lead your horse to the hitching post. 


Enter the gun store and speak to the gunsmith to browse his 
catalogue. Peruse the Rifles section and fip pages until you 
reach the rolling block rifle, which is the one that you need to purchase. 


Meet up with John back outside and follow him on horseback. 


Atthe top of the ridge, walk to John's position. From this vantage 
point, shoot close to the ranchers with your new weapon to scare 


D THE GOATS * 


them off, but be careful not to wound them. The targets can be a little 
hard to identity from such a long distance, so look for the large flock of 
sheep first 


Once the ranchers are gone, retur to your horse and ride down the hill 
Move near the stragglers to return them to the flock, then start herding 
the entire group by moving behind them to make them go in the desired 
| direction. During the journey, be sure to round up any stragglers quickly 
you should also take care not to trample sheep. Shout or even shoot 
close to them to make them run faster. Your destination is Valentine's 


auction yard. 
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Meet Dutch in the saloon. After the cutscene, you have an opportunity 
1o demonstrate your shooting prowess, Hold (R2//I very lightly to fill 
the meter entirely, then firmly to trigger Dead Eye mode. "Tag" the heads 
of the two men holding your friends hostage as a priority, and any other 
hostiles if you have time; more kills will simplify the ensuing shootout. 


Fight your way through the streets of Valentine, popping in and out 
of cover, and landing as many headshots as you can. After Strauss is 


RED DEAD 
REDEMPTION. 


shot, your task is to protect him, Use the cart as cover, moving from one 
side to the other in accordance with the position of nearby enemies. As 
well as those in plain sight, there are foes hidden behind windows and 
positioned at vantage points such as balconies and on top of the stable | PRIMER 
building toward the end. This can be a very taxing battle If you struggle, 
consider consuming tonics that both restore Dead Eye and confer the 


EXPLORATION 

fortified status, such as snake oil. This will enable you to activate Dead 

Eye multiple times in a row and for extended periods of time. ATIS, 
WEAPONS 
ITEMS 


EXTRAS 
INDEX 
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CHAPTER 3 
Once you reach the end of the street, eliminate anyone who poses ап | cuaprtR 4 
obvious threat, then pick up Strauss and put him on John’s horse. You 
have one more shootout to survive after this. Start to pick off the foes in 
front of you, but note that the real objective here is to flee. The moment | CHAPTER 6 
you see an opening, jump onto your horse and gallop away southwards. | ppiLoGuE 1 
Following the railroad is a smart choice, The mission ends when you 
successfully escape the law. 


CHAPTER 5 


EPILOGUE 2 


(D) * ASTRANGE 


r 
| | * Return the captive to his family within one minute 


40 seconds 
| Medal | * Get five headshots 
Goals | * Finish with at least 80% accuracy 
Complete the mission without using any 
health items 


| | These objectives are quite straightforward. Activate 
| Dead Eye at the very beginning of the ambush to 
| setup three headshots instantly; you then only 
| need two more о complete the related goal 
- Ji 


KINDNESS * 
Speak to Dutch in his tent, then mount your horse and ride with 


Charles to Dewberry Creek to the southeast. 


Search the marked area, then the nearby camp, looking inside 
both tents and behind the wooden crates. 


After the cutscene, mount your horse and head south. Once you reach 
the camp by the lake, free the captive settler lying on the ground. 
As soon as the ambush begins, eliminate your enemies with a few 
headshots. 


Once the dust settles, cut the settler free and deliver him on 
horseback to his family at Dewberry Creek 
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CHAPTER 3: CLEMENS POINT By elt acs MOM 
LJ trains robbed by outlaws. Afraid that the routes westward were being watched by Pinkerton agents, Dutch and crew moved 


southeast to take up residence at Clemens Point, near the town of Rhodes. 


FURTHER QUESTIONS 
OF FEMALE SUFFRAGE 


(page 57) 


COACH ROBBERIES 
(page 179) 


After one in-game hour 


350m away ] 300m away from camp. After one in-game hour 


from camp. 
THE COURSE OF THE COURSE OF MAGICIANS FOR FRIENDS IN VERY 
TRUE LOVE - 1 & I TRUE LOVE — Ш SPORT AND 4 LOW PLACES* 
(page 59) (page 60) page 64) (page 6 


STRANGERS [ 
ж No Good Deed (page 187)" 


After two in-game | 
hours if two or more |-— 
missions are open | 


After three 
in-game hours 


THE NEW SOUTH AMERICAN ADVERTISING, THE NEW THE FINE JOYS OF BLESSED ARE THE 
DISTILLATION AND => AMERICAN ART - 1 & Il TOBACCO AND 5 PEACEMAKERS 
(page (page 58) (page 61) (page 63) (page 69) 


STRANGERS 
He's British, of Course 
(page 187)" 


"After "An 
American 
Pastoral 
‘Scene’ 


| After one in-game 
hour 


After 
"A Strange 
Kindness” 


oa 


ACTIVITIES 

* Home Robbery ~ Sean 
(page 183) 

* Fishing — Kieran 
(page 146) 

* Fishing — Javier 
(page 146) 


HORSE FLESH FOR 
DINNER 
{раде 62) 


SHOPS 
* Horse Fence (page 326) 


STRANGERS 
* Money Lending and Other LOARA 
Sins - IV (page 194)" * Gwyn Hughes (page 195] 
* Winton Holmes (page 195) 


WEAPONS 
t Action Ri 


SPECIAL COLLECTIBLES 
* Legendary Fish (page 164) 


‘Two out of "The Course of True Love — ll" 


"American Distillation’, and "An American. PREACHING 
AN HONEST Pastoral Scene” completed FORGIVENESS SODOM? BACK TO 
MISTAKE AS HE WENT GOMORRAH 
(page 66) ege 6) (page 68) 


Ё 
Either "The Course of True иал After one in-game hour 
Love — I" or “American + The Iniquities of History 
Distillation” completed (page 187) 
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A SHORT WALK IN A 
PRETTY TOWN 


(page 70) 


THE BATTLE OF SHADY BELLE 


BLOOD FEUDS, 
ANCIENT AND MODERN 
(page 71) 


(page 71) 


CHAPTER 4 


* THE NEW SOUTH * 


Catch and return Anders Anderson to jail within 


Medal | five minutes 30 seconds 

Goals Knock out Anders Anderson without taking a hit 
Catch a fish with Dutch and Hosea 
The one objective that can prove challenging here 
is to avoid being hit by Anders Anderson: focus 

Notes | on blocking his attacks, then swiftly hit him with 


a punch or two when an opening presents itself. 
and repeat. 


Walk to Dutch at the shore. Follow him and Hosea until you run 
into Trelawny. 


After the cutscene, gallop toward the train at full speed. You 

need the Anderson boys alive, so keep your weapons holstered at. 
all times. Speed is also of the essence, as you must arrest the fugitives 
before the train is out of the sheriff's jurisdiction — which leaves you 
with a bare handful of minutes. Once you catch up, get alongside the 
carriage with the wooden crates and press @/6 to jump to it 
Repeatedly press ©/© to break free and get rid of the foe that 
grapples you. 


Chase the fugitives until one of them challenges you to a fist 

fight on a rooftop. As usual, alternate between blocking and 
counterattacks to make short work of him. You can then press on and 
‘engage the second target in the final train carriage in the same manner. 
Pick this opponent up when he falls and stow him on your horse, before 
following Archibald all the way to Rhodes. 


Drop Anders Anderson outside the sheriff's office. After a short 
walk. Hosea asks you if you still wish to go fishing. If you accept. 
the mission continues; if you refuse, it ends here. 


If you accepted Hosea's invitation, mount up and follow your 
friends until you reach a boat. Steer it with © and press ®/@ 
in time with the oars entering the water to row more quickly. 


Once at the fishing spot, equip the fishing rod, open the wheel 

menu and select the lake lure. Cast the line as if you were using 
a weapon, then hold C/I to grip the reel and slowly rotate Ө 
clockwise to attract fish. If you feel a bite, press (R2/@ to hook the fish. 
Fight its movements by tilting © in the opposite direction to where it is 
swimming, then rotate © clockwise to reel it in whenever it tires. The 
trick is to always stop reeling in whenever the fish resumes its struggle. 


Put away your fishing rod with а quick tap of 20/693 when 
you're ready to head back. Row back to camp to complete the 
mmission, 


Fend off the Lemoyne Raiders in less than one minute 
Got five headshots 


pues Finish with at least 85% accuracy 
Complete the mission without consuming any 
health items 
All four objectives here depend on your performance 
during the shootout. If you trigger Dead Eye early 
Notes | with several enemies onscreen, you can pick them off 


with headshots in one fell swoop. Feel free to sprint 
toward the remaining targets to expedite the process. 


Visit Pearson at camp to initiate this mission, 
Your first task is to drive to the general store in Rhodes. 
After you separate from Sadie, head to the post office. Talk to the 


clerk at the marked booth to send your letter, then return to the 
wagon and hop on board. 


Don't allow your attention to waver during the journey, Once Sadie 
initiates hostilities, eliminate the mounted enemies with quick headshots. 


Once Sadie pulls over, get to cover and take out the Lemoyne Raiders 
one by one. They are spread out across the entire area, so look for red 
dots on your radar to locate them. Stay close to Sadie and assist her as 
required to make sure she doesn't die. When the coast is clea, drive 
back to camp with Sadie to complete the mission. 
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(D) * AMERICAN DISTILLATIUN * 


Win the race back to camp 

Medal Get 10 headshots 

Goals | * Complete the mission without taking any damage 
Finish with at least 70% accuracy 


To win the final race, make sure you tap ©0/Q in a 
|| Notes rhythm that matches your mount's gallop to preserve 
stamina, 


This mission begins at the sheriff's office in Rhodes. Get on the 
wagon right outside. 


When you reach a crime scene, jump down and follow Archibald 
before you climb back up on the wagon. You can now drive to the 
swamp. 


Once at your destination, follow Archibald again. Your objective 

here is to knock out the moonshiners without being spotted. This 
means you cannot use any weapons and must rely on stealth. The next 
step depends on whether you choose to go left (RI) or right (RZD. 


If you chose the left-hand path, use the large trees as cover to 
conceal yourself as you approach the first moonshiner. Crouch. 
walk to him and take him down while he's busy with the cart. Cross the 
bridge and proceed in the same fashion to neutralize the second man 
from behind. Hogtie him, then pick him up and take him to the wagon. 


If you chose the right-hand path, crouch-walk in the bushes towards 
the two guards having a conversation. After they split up, sneak over to 
the one that remains by the tree and stun him from behind. If you want 
to take care of the second guard yourself, crouch-run behind the two 
trees covered with vines to take him by surprise as he moves toward the 
campsite. Hogtie him and carry him to the wagon while Bill takes care 
of the moonshiner. 


Next, select dynamite in the weapon wheel and plant a stick in 
the marked area with (R2/ Bl. Ignite it with 8/6) to blow up 
the distillery; don't forget to retreat to a safe distance. 


Run to Bill's position and draw your favorite weapon to help him 

take out the Lemoyne Raiders. This is a massive shootout so 
make sure you don't rush in. Hide behind cover and eliminate your 
enemies methodically, one at a time, and preferably with clean 
headshots. As you push through the camp, be wary of foes hiding inside 
cabins. If you find yourself in close proximity to one of these, perform a 
melee takedown or shoot from the hip to save time. Return to Dutch 
once all enemies have been neutralized 


Your final task, if you accept й, is to race Dutch back to camp. The 
dynamic path represented on your radar makes navigation simple. To 
ensure you beat your friend, do your utmost to tap 69/6) at a rhythm 
that stays in time with your mount's gallop to minimize stamina usage. 
| You should also cut corners at every opportunity, particularly when you 

notice sharp turns that can be bypassed. Finally, take care not to hit a 
| tree in the final stretch just before you reach the camp; it will be safer 
to moderate your pace if you have a sufficient lead. 


58 


Medal | * Reach Penelope without getting spotted 
Goals | * Finish within three minutes | 

You can complete this set of objectives ona fist || 
Notes 


attempt if you follow our walkthrough. 


Head to Caliga Hall, east of Rhodes, and talk to one of the guards 
at the property's entrance. 


Speak to Beau Gray, who is standing outside the wood store. 


Now make your way to the southwest of Rhodes until you reach 
the edge of Braithwaite Manor. 
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Once you step into the marked area, you will notice a number of guards. 
that appear as red dots on your map and radar. You can easily avoid 
these by paying them a wide berth, going around the south side of 
the property. Swim through the small cove to reach the gazebo where 
Penelope awaits 


To leave the area without being spotted, you can either retrace your 
steps through the small cove and head straight south, or steal the boat 
opposite the gazebo stairs and row west until you are well clear of the 
red zone. 


Medal 
Goals. 


Notes 


Finish within four minutes 15 seconds 


The fastest way to complete the mission is to 
ignore the cousins and immediately leave with 
Beau. 


Travel to Beau Gray inside the Caliga Hall stable. After the 
cutscene, mount up and follow him to Rhodes. 


Drive the wagon down Main Street to the bank 


After the cutscene, walk to the side alley to confront Beau's cousins. 
You can resolve this situation in two ways: defusing means that you. 
avoid any sort of violence, while antagonizing leads to а brawl with 
the pair. Prioritize defense if you choose the latter option, blocking 
incoming punches as you await openings to counter. 


Once the cousins have been dealt with, get on your horse and 
follow Beau. 
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Headshot five Lemoyne Raiders in the saloon | 

Medal | * Finish with at least 90% accuracy | 
Goals Complete the mission without consuming any | 
health items | 
| 

| 

| 


This set of goals requires a very high level of 
Notes | accuracy. Aim carefully before taking each shot, 
making liberal use of Dead Eye. 


Speak to Abigail at camp to trigger the appearance of a new 
marker to the northeast. 


You will find Hosea and John in the highlighted area, at the back 
of a wagon. Your fist task is to drive the wagon to Braithwaite 
Manor's front door, to the south. 


From the manor, head back to Rhodes and park the wagon 

outside the saloon, Once at your destination, pick up moonshine 
at the back of the wagon and take it behind the bar. Follow the | ATLAS 
onscreen instructions in the scene that follows until the Lemoyne 
Raiders barge in. 
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Your initial position behind the bar gives you a perfect opportunity to | CHAPTERS 
perform three or four headshots in a single Dead Eye instance. If your 
gauge is empty, carefully pick them off in quick succession. 


CHAPTER 6 


EPILOGUE | 


EPILOGUE 2 


When Hosea calls for help, clear out any remaining foes on the ground 
floor, vault over the bar, and sprint upstairs. Quickly adjust a clean 
headshot on the individual threatening Hosea — a brief Dead Eye burst 
will help here. Eliminate the two men on the balcony, before jumping 
from there to the wagon below. 


During the escape sequence, stay focused on the area behind the 
wagon and eliminate your opponents as quickly as possible, You have 
no cover available here so you need to be efficient. If you struggle, make 
use of Dead Eye and snake ой tonic to replenish it 
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* HURSE FLESH 


FOR DINNER * 


Kill the stablehand showing you the horses 
Catch the stallion within 10 seconds 
Get five headshots | 


You can get ready in advance and lasso the stallion 
Notes | right as й escapes to comfortably meet the time 
requirement 


Make your way to the marked area at the entrance to Сайда Hall 
then meet John and Javier at the Gray stables. From there, ride 
with them all the way to the Braithwaite stables. 


Once inside, walk behind the stablehand and stealth-kil him 
with ©/©. Equip your bandana, then calm the white horse 
(hold C2/@ and press ©/©) until you can lead it outside with | 


219. 


Your priority throughout the escape sequence is to escort Javier, 
staying relatively close to him and quickly eliminating as many | 


enemies as possible. Mastery of the “sharpshooter” technique (see 
page 47) makes a huge difference here: lock on to a target, very briefly 
tit @ to align the reticle for a headshot, then fire for an instant kill 


When one of the stallions makes a break for it, gallop off in pursuit and 
bring it to a halt with your lasso. Be careful not to release (L2 
you have successfully caught it. Ride back to Javier and keep up with 
him until you reach the rustlers. 


until 


Silently kill the Gray when Sean distracts him in 


the wagon store 
Medal | * Douse the fields within two minutes 20 seconds 
Goals | * Kill five Grays during the escape 
Complete the mission without consuming any 
health items 


Your priority here is to be effective when you douse 
the fields: stay on the move at all times, heading 
straight from one highlighted area to the next until 
you have cleared them all. During the escape, there is 
no need to rush. As long as you stay relatively close to 
Sean, you can easily eliminate five Grays on the way. 


Notes 


This mission begins as you enter Braithwaite Manor. After the 
cutscene, get on the wagon and drive with Sean to Caliga Hall 
Press @/€ when prompted to hide in the wagon. 


Once inside the wagon store, leave your hiding place and crouch: 
walk over to Hamish, then quietly kill him from behind. 


After the cutscene, crouch-walk to the wooden barrels in front 
of you and stay behind cover until the coast is clear. 


Your objective is now to douse all of the specified tobacco fields 
with moonshine. As long as you remain low, you are practically 
invisible to guards and have little to fear. You can complete the 
objective by holding R2/Q as you walk around the areas marked 
with a yellow highlight on your radar until the markings disappear. The 
only tricky parts are when you need to cross guarded paths. Look for 


the red dots on your radar and monitor their movements; make a break 
for it only when patrolling sentries are sufficiently distant or are facing 
away from you. If you're playing with default controller settings, note 
that pressing ©) will cause the radar to zoom out a little, This offers a 
better overview of where nearby guards are. You can even make this a 
permanent setting by holding < and pressing @ /@). 


After all the fields are suitably doused, meet Sean at the barn. Equip 
your fire bottles and throw one into the building to light it up. Use the 
same method to set the highlighted fields ablaze. 


You now have to deal with a large number of guards. Jump from 

cover to cover as you eliminate them, ideally staying close to 
Sean. If you have several of them in your line of sight at once, consider 
triggering Dead Eye. 


When you reach the wagon, focus on the horses with (2/9) 
and cut them free with @/@. Mount up and quickly escape 
with Sean to complete the mission. 
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(D * MAGICIANS FOR SPORT * 


Inspect all the clues in Trelawny's caravan 

| While tracking, stay within 30 feet of Trelawny s trail 
| Medal | * Kill two bounty hunters in the cornfields within one | 
| 


Goals | minute 
Complete the mission without consuming any 
health items 


The main challenge here is to kill the first two 
enemies in the cornfields (I and И) within one 
minute. Sprint to both positions (see screenshot for 
step E) and manually catch them. We suggest that 
you tackle them with © /9 and finish them off on 
the ground. 


Notes 


Dutch awaits you in his tent. Speak to him, then to Charles, 
before riding to Trelawny's marked location 


When you search his caravan, there are three clues to look for 
the food on the table, the unmade bed, and the blood-stained 
towel on the bathtub. Activating Eagle Eye will highlight these. 


Head back outside, mount up and follow the tracks. Again, you can 
reveal these by triggering Eagle Eye. 


The tracks will lead you to a small camp at the edge of the forest. 

Be ready to block as soon as the fist fight begins, then 
counterattack immediately. Once both men are down, interrogate the 
one restrained by Charles until he reveals Trelawny's whereabouts. 
Killing or releasing him will affect your honor accordingly. 


Follow Charles until you reach the cabin. Three bounty hunters run and 
hide in the nearby cornfields. From your starting position by the cabin, 
you will find one on your left (I), and a second on your right (I). The third 
(III), who can only be caught last, is concealed in the more distant field 
on your right (see picture). Your goal is to locate and kill them. The crops 
greatly reduce visibility, but you can look and listen for disturbances the 
men cause, particularly birds flying away. As soon as you notice this 
happening, sprint to that position and run around until you find one 
of the fugitives. Take him down however you see fit. If you struggle, 
Charles will often point you in the right direction: follow his advice by 
searching the locations in question. 


A shootout ensues after the cutscene. Run toward the barn to deal 
with the two individuals firing at you: the first one stands by the barn's 
entrance, and the second snipes from the opening just above. Pick them 
off immediately, ideally with Dead Eye; if you take too long, the enemy 
upstairs will move inside the barn and you will have to flush him out. 
Once the fight is over, return to Trelawny at the cabin. Note that the 
sniper drops the rare rolling block rifle, a unique weapon required to 
complete the compendium. 


x 


| 
| 
| 
| 


objectives. 


| 
Medat | * Complete the mission without being spotted 
Complete the mission within eight minutes 10 
Goals с 
seconds 
Follow our walkthrough to complete these 
ниш | elo our walkthrough cone | 


Speak to Trelawny, who is leaning against a tree at the edge of 
camp. Mount up and ride with him to the post office in Rhodes. 


Hitch up and follow Trelawny inside. After paying Alden, get 
back on your horse and ride with Trelawny to Hill Haven Ranch. 


* FRIENDS IN VERY LOW PLACES * 


Once the stagecoach arrives, tail it from a safe distance until it comes 
to a halt. Jump down from your horse, then crouch-walk toward the 
bushes right by the road sign (and no further!) while Mrs. Damsen exits 
the stagecoach. When she starts singing, sneak to the back of the 
stagecoach, break the box's lock, and pilfer its contents. As soon as 
the deed is done you should retrace your steps, crouch-walking at all 
times, until you are back behind the same bushes by the road sign. Wait 
until the stagecoach leaves, then meet up with Trelawny to complete 
the mission. 


PRIMER 
EXPLORATION 
ATLAS 
WEAPONS 
ITEMS 
EXTRAS 


INDEX 


THE STORY 
SO FAR 


STRUCTURE 
CHAPTER 1 


CHAPTER 2 


CHAPTER 4 
CHAPTER 5 
CHAPTER 6 
EPILOGUE | 
EPILOGUE 2 


* AN HONEST MISTAKE * 


Save Uncle when he is overpowered 

Get 20 headshots 

Finish with at least 80% accuracy | 

| Complete the mission without consuming any 
health items 


Completing these objectives is purely a matter of 
Notes | execution. Mastery of the “sharpshooter” technique 
is key here (see page 47 for details). 


Speak to Molly at camp, then mount your horse and follow Uncle 
to the crossroads. Press CD/4 when prompted to equip your 
bandana 


Approach the wagon when it arrives and search the crate at the 
back 


As soon as the escape sequence begins, gallop at full speed with your 


accomplices, A large group of pursuers will soon catch up with you 


If you have a full Dead Eye meter, note that you can actually begin 
with up to five or six headshots in a single expenditure, as your targets 


end to be very close to each other. Otherwise, firing to the rear while 
maintaining your course is rather tricky, but you can make this a little 
easier by waiting until you have a fair amount of clear terrain ahead, 
then manually rotate the camera to look behind. If you briefly disregard 
steering and focus purely on aiming whenever you can, you'll find it 
easier to take enemies down. Repeat this multiple times to thin the 
| ranks of your pursuers 


After the cutscene, a major shootout takes place at the old barn. You 
are surrounded by numerous enemies, with reinforcements continually 
joining the fray. You cannot afford to linger in the open here, so pick a 
target, jump out and take a shot, then immediately return to cover. Once 
you have cleared most targets on one side of the bam, listen to your 
companions or take a glance at the red threat indicators on the edge of 
the radar to find out where you need to be next. 


When the party leaves the barn, follow Uncle in the woods. After taking 
cover with him behind a large rock, wait until the two guards walk past 
your position, then take them down stealthily from behind. Uncle will 
need a hand to neutralize his opponent. 


You now need to assist Charles and Bill. Take cover behind the 
trees and eliminate the assailants as they emerge from cover. The 
mission ends after the final enemy falls. 


Kill 10 Lemoyne Raiders with a long scoped rifle 
Finish within 11 minutes 30 seconds 


Medal 
Finish with at least 70% accuracy 
Goals 
Complete the mission without consuming any 
health items 
From your initial cover position at Shady Belle, 
ou can headshot virtually all enemies with a 
Notes | | d 


long scoped rifie, making all four goals rather 
approachable 


Speak to Lenny at the camp's southern edge, then follow him. 


When you reach the abandoned church, tail the wagon from a 

safe distance. As you reach the Shady Belle mansion, dismount 
your horse in the highlighted area. Be sure to take your rolling block rifle 
with you 


Take cover behind the marked wall, just across from Lenny, then use 
your sniper scope to investigate the area, in particular the red crates 
filled with dynamite. You now have to decide on your strategy: you can 
either commence hostilities by shooting the dynamite, or send Lenny 
to create a distraction and take your enemies by surprise. Your choice 
has a limited impact on the mission, though sending Lenny helps a 
ttle in the sense that he begins right in the middle of the fray, which 
makes him more effective. Either way, your objective here is to pick off 
your enemies one by one with your sniper rife. Feel free to stay at your 
starting position, behind the wall: this provides the necessary cover 
while giving you a commanding view. Prioritize targets when they are 
Stationary, as those in motion tend to be much harder to hit. 


Two set-piece events will occur during the battle. First, Lenny will 
wrestle with an opponent at one point — but he will eventually overcome 
his adversary if you neglect to intervene. Second, one of your foes will 
man a Gatling gun on the balcony above the manor's front door. You 
should eliminate him immediately with your scoped rifle by aiming just 
above the gun barrel 


Once all enemies have fallen, hop inside the back of the wagon in the 
middle of the highlighted area. You now need to drive it back to camp. 


As you leave Shady Belle, you will run into an additional group of three 
Lemoyne Raiders, Irrespective of whether you antagonize them or try to 
defuse the situation, a shootout will ensue, The optimal approach, then, 
is to strike preemptively with a fast weapon — or, for greater simplicity 
trigger Dead Eye to take the trio down in a single volley. Drive back to 
camp to complete the mission. 
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Loot all the safes 

Headshot five mounted lawmen during the horseback 
escape | 
Get to the Downes ranch within one minute 55 seconds 
Finish with at least 70% accuracy 

Complete the mission without consuming any health 
items 


The hardest condition to meet here is the second one. 
If you struggle to align clean shots, consider drinking 

Notes | a tonic such as snake oil to enjoy fortified Dead Eye. 
The slow-motion effect makes it much easier to secure 
headshots on moving targets. 


Bill is in a wagon at the edge of camp. Speak to him, then follow | 
him to Valentine. 


As you approach the bank, you are asked how Karen should 

distract the guards. Both options are functionally identical, so 
choose whichever one you please. Once inside, open the teller’s door and 
force him to open the vault. You now have another decision to make, but 
this one is of far greater import: cracking the safes (ET) takes longer but 
means that you can avoid unnecessary bloodshed immediately afterwards 
if achieved within six minutes, whereas blowing them open (ED) is quick 
but leads to a massive shootout outside the bank 


Hold @/@ to interact with the safes. Each one has three numbers 
that need to be cracked. You can do so by slowly rotating © 
counterclockwise, then clockwise, then counterclockwise again. As you 
rotate the dial, note how your controller vibrations intensify when you 
are close to the correct position: this is your cue to maneuver slowly, 
rement at a time, until you hear a click. If you inadvertently move 
past the correct number, keep turning the dial in the same direction 
until you are back in the "hot spot". Repeat this method to open all 


one in 


five safes, collecting the money from each of them. Regroup with the 
others when you're done. If you struggle to unlock the safes, the correct 
combinations are, from left to right 


In this alternative scenario, walk up to each safe and hold @2/@ to 
plant dynamite on it. Make sure that all five safes are primed before 
you light one of the fuses by holding @/@. Move to the other room 
to avoid the explosions, then return to retrieve the money. Now that 
the easy part is over with, brace yourself for the battle that awaits 
you outside. Make the most of the opening Dead Eye sequence to 
eliminate up to three lawmen with headshots, then take cover behind 
the cart on your right. Pick off your enemies one by one, including the 
target on the balcony, as you progress along the main street. When 
you reach the end, more foes join the fray — but you can sprint to your 
horse if you do not wish to fight them all 


Throughout the escape, multiple waves of lawmen will give chase. 
Ride with your allies and, whenever you have a straight path ahead 
of you, turn the camera to the rear and try to eliminate the closest 
targets without interrupting your horse's gallop 


Once the group splits up, ride to Downes Ranch to complete 
the mission. 


68 


RED DEAD 
REDEMPTION. 


Free yourself and perform self-surgery within one 


minute 

Medal | * Recover your weapons from the O'Driscoll camp 

Goals Kill the O'Driscoll gang members that beat and shot 
you 


Escape the O'Driscoll camp without being spotted 


The two 0'Driscolls that beat and shot you are the 
| ones guarding the cabin from which you escape. 
You can kill them without being detected by using 
the throwing knives you obtain in the basement. 
Notes | When you leave the room where you were held 
immediately turn left at the top of the stairs and 
kill the man as he examines the wall; you can then 
backtrack to the stairs and deal with the O'Driscoll 
| close to your weapons. | 


Initiate the conversation with Micah in Dutch's tent, then follow 
them on horseback to your observation position, 


From your vantage point, watch over Dutch and Micah through 
your binoculars or the rolling block rifle. 


After the cutscene, tilt @ from side to side; the idea is to swing on 
your shackles in order to reach the metal file on the nearby table. 
Grab it with 60/Q once it's within your grasp. Follow the onscreen 
instructions to cauterize Arthur's wound, before stealth-killing the 
O'Driscoll that enters. 


Back outside, you can kill all the nearby guards with your 
throwing knives (thereby completing an optional medal goal), 


but the only one that you actually need to eliminate to escape safely is 
the one examining the crate by the shed. Once you're done, recover 
your weapons by the shed door (they re represented by a gun icon on | 
the radar), before walking to your horse by the campfire. Mount up and > 
leave via the path to the east. | 


Your final task is to ride back to camp. This is complicated by the fact 
that multiple 0 Driscolls are patrolling the area. To avoid them, make 
regular checks of your map and radar. All patrols are represented by 
red dots, making it relatively easy to navigate between them without 
raising the alarm. 
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* A SHORT WALK IN 


A PRETTY TOWN * 


Kill three lawmen in Dead Eye while saving Bill 
| * Get 20 headshots | 
Medal | + Complete the mission using sidearms only | 
Goals | ж Finish within four minutes 30 seconds 
| Complete the mission without consuming any 
health items 


These requirements are all about execution. 
Moke sure you dual-wield two sidearms to enjoy 
Notes | тоге ammo and flexibility, and employ the staple 
| “sharpshooter” technique (see page 47) throughout 
the entire shootout. 


Meet up with Bill, Micah, and Sean outside the bank in Rhodes. 

After the cutscene, stay in your initial cover position and take 
down one foe at a time. Prioritize the men perched on the rooftop in 
front of you and on the balcony to your left. After you thin out their 
ranks sufficiently, enemies will start arriving from the opposite 
direction. Take cover behind the nearby cart before you engage them 


Once Micah makes his move, head to the back of the gun store marked 
on your radar; be vigilant as you approach, as an enemy will pop out on 
your left and attack you. Note that there is a double-barreled shotgun 
that you can pick up here. Kick the locked door, then immediately aim 
in advance to kill another foe who appears at the end of the corridor, 
with two more to deal with around the corner. Take cover underneath 
the window and fire at the gunmen on the street. 


Once the coast is clear, follow Micah and eliminate the hostage 
takers during the automatic Dead Eye sequence. 
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RED DEAD 
REDEMPTION, 


® * BLOOD FEUDS, ANCIENT AND MODERN * 


Headshot Gareth and Gerald Braithwaite 
Get 20 headshots 


Medal 
Goals Finish with at least 85% accuracy 

Complete the mission without consuming any 

health items 

These goals are fairly standard. The first one is 
Notes | Simply a matter of overcoming the urge to riddle the 


Braithwaites with bullets in the scripted Dead Eye 
sequence two headshots will suffice. 


This mission begins automatically when you approach Dutch's 
tent. Ride with him and the gang to Braithwaite Manor. 


After the cutscene, snap into cover and open fire on your 
assailants, prioritizing those on the balconies. 


With all foes down, head inside the manor and search for Jack. 
Be ready to immediately shoot down the aggressor who springs 
from behind the overturned desk. 


Next, head to Dutch upstairs and take cover behind a pillar on the 
balcony to engage the reinforcements arriving from the front gate. 
These are in close proximity at first, making them ripe for a lethal Dead 
Eye volley. A second wave will soon arrive on the east side of the manor, 
and are initially vulnerable to the exact same strategy. 


You now need to help John break the nearby door. An automatic 

Dead Eye sequence is triggered immediately afterwards: "tag 
the heads of Gareth and Gerald Braithwaite with (RY)/ ё® before firing 
with 2/0. Leave the manor with Dutch to complete the mission. 


* THE BATTLE OF SHADY BELLE * 


Kill ай the Lemoyne Raiders in Shady Belle | 
Medal Clear two bodies from Shady Belle within one 
Goals | minute 40 seconds | 


Finish within 11 minutes. 


| 

Ali these requirements are about speed and efficiency. 

Move in a straight line through the plains and forests 

to get to Shady Belle quickly. Make sure you don't let 
| dol “stent” kils when you face the frst quads at | 
| Shady Belle activate Dead Eye i you want to take по || 
| chances. You then need to swiftly dump two bodies in | 
| 

I 


the swamp. 


Ride with John to Shady Belle, where you will be greeted by two 

enemies. Dispatch them as you see fit, then locate and kill those 
hidden inside the house: one on the ground floor and three upstairs, 
each in a different room. Meet John back at the entrance once you're 
done. 


Pick up the indicated body and dump it in the swamp around the 
jetty. Repeat this a second time to trigger a cutscene. 


Finally, follow Dutch to the city of Saint Denis to complete the 
mission 
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CHAFTER 4: SHADY BELLE THE STORY 50 FAR 


Doing dirty jobs for two rival families in Rhodes, Arthur and the other gang members found themselves entangled in a 
longstanding feud. Hoping to put their hands on an alleged pile of gold, they realized — too late — that they were being played. 
Things ended up disastrously with Sean dead, Jack kidnapped, and the Pinkertons back on the gang's tail. Dutch and Arthur 
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&) * THE JOYS OF CIVILIZATION * 


A | 


[ Medal | * Catch the street urchin before he reaches the market 
| Goals | * Finish within five minutes 30 seconds 
| | 
| Catching the elusive boy before he reaches the | 
| market is easy when you know where to find him. 

er he gets off the trolley (see step EB). follo 
| Notes | After he gets off the trolley (see step EJ) follow 


him into the back alley, then sprint straight through 
the round archway without talking to anyone; press 
(© as soon as you see him to pe 


form a tackle. 


Head to the westernmost highlighted area to meet up with Dutch 
outside the Bastille Saloon, Call the bartender until he comes to you. 


Go back outside and make your way to the nearby alley. You will 

find the children you're looking for just past the metal archway 
on the east side of the highlighted area. Follow them until a cutscene is 
triggered, then immediately give chase. Feel free to steal a horse on 
your way as you try to catch up. 


When the kid gets off the trolley, look for him in the highlighted area. 
Talking to the men chatting near the fountain will reveal his position just 


beyond the round archway: give chase. 


kick it open if you prefer). Do the same to scale the railing when the boy 
takes to the rooftops. 


Once you get to the market. 
give chase one last time. 


After the cutscene, return to Dutch near the saloon, where you will find 


him sitting on a bench outside the park 


RED DEAD 
REDEMPTION. 


(D) ж ANGELO BRONTE, A MAN OF HONOR + 


Notes 


Encounter the dog and the drunk 
Don't get spotted by the law 
Finish within 11 minutes 

Get four headshots 


The only requirement that's easy to miss is the first 
one, though it's not difficult to fulfil. Before you 
head to the mausoleum in the northeast corner of 
the cemetery, make sure that you interact with the 
dog near the south entrance and the drunk by a 
grave just north of the central dome. 


Once inside, walk to the far end to find the source of the disturbance in the 
northeast corner. Investigate the mausoleum to reveal the grave robbers. 
You now need to hunt them. Seek cover behind a grave whenever you 
locate one, then take him down; repeat until they are all dead. 


As soon as you make 


Bronte's manor, then head back to camp. 


Return to the east side of the cemetery and examine the mausoleum 
with a metal fence gate to find the stash. 


After the arrival of lawmen, follow John closely to reach the exit 
without being spotted. Track the position of the guards on your 


radar at all times to make sure the path is clear 


back outside, mount up and return to 


PRIMER 


EXPLORATION 
ATLAS 
WEAPONS 
ITEMS 
EXTRAS 


INDEX 


THE STORY 
SO FAR 


STRUCTURE 
CHAPTER 1 
CHAPTER 2 


CHAPTER 3 


CHAPTER 5 
CHAPTER 6 


EPILOGUE | 


| EPILOGUE 2 


Find the captives without threatening the shop 


Medal 
| Goats |, owner | 
| Finish within two minutes 45 seconds | 
| Once you know the location of the bookcase leading 
Notes | to the basement, fulfilling both requirements poses 


no difficulty. 


Ка) * BROTHERS AND SISTERS, ONE AND ALL * 


Head to the "stranger" marker on the east side of Saint Denis 

where you will ind Brother Dorkins. He points you to a shop by 
the market. Note that you can donate money to the poor during the 
cutscene to gain a little honor. 


Open the green door in the highlighted area and enter the shop. If the 
owner is here, you can threaten him until he reveals how to open the 
bookcase in the room opposite his counter (by pulling a book). However, 
you can also solve this puzzle by yourself and fulfill the related medal 
goal by inspecting the scratches on the floor of the room in question; 
these are highlighted with the usual visual effect if you activate Eagle 
Eye. Force the bookcase to reveal stairs leading to the basement. Free 
the two captives, then return to Brother Dorkins 


Medal | Find the kid within 19 seconds 

| Goal 

|| n e 
Notes | An easy challenge: sprint directly to the kid to 


complete this ín mere seconds. 


If you wait one in-game hour after completing "Help a Brother 
Out", Brother Dorkins can be found on the steps of a church in 
the north of Saint Denis. 


Sprint to the highlighted area to the south and talk to the 

stranger who was just knocked over. This reveals a second 
highlighted area nearby: run to it and confront the man restraining the 
kid that you are chasing. Pick up the crucifix on the ground. 


After the cutscene, sprint to the northwest to escape the law. As soon 
as you are out of the red circle on your radar, hide in a back alley and 
wait until the Wanted gauge is completely empty. 


You now need to find Sister Calderon in the newly-highlighted zone 
without alerting the law. If you arrive via the street to the northeast of 
the area, you can casually walk behind the guard by the telegraph 
to reach her in front of the church's steps. 
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К) ж FATHERHOOD AND OTHER DREAMS * 


purn within one minute 45 seconds. 

Take Mary to the theater 

To catch up with the wagon quickly, press © /@ 
Notes | ata rhythm that matches your mount' gallop: this 


will prevent stamina drain, enabling you to maintain 


ma 


imum speed. 


Catch the wagon and take it to the secluded spot. 


Inspect the letter in Arthur's room to initiate this mission. 


Now head to the Grand Hotel in Saint Denis, where 
This is an optional mission that you are free to refuse 
do so, you will not get another chance to complete it 


awaits. 
but if you 


p 


Ride to the stables to the southwest. After the cutscene, follow Mary's 
father, keeping your distance to avoid being spotted, If you lose sight of 
him, listen to Mary's comments to stay on the right path. 


After the cutscene, go after the buyer in the highlighted area. 
Whistle your horse (or appropriate one from nearby, if necessary) 
and give chase. 


The wagon is fast and will take you out of Saint Denis, but you will 
eventually catch up. Move close to either side of it, then press @/ 
10 jump on board. Make your way to the driver's seat, get rid of the 
two men there, then take the wagon to the secluded spot marked on 
your map. 


Once you arrive at the specified location, press ©/© to pull the buyer 
from the wagon. He will offer to sell you Mary's brooch for $100, You 
can beat him to make him lower his price, first to $50, then to $25; after 
one further show of force, he will give it to you for free. 


Return to Mary to complete the mission. If you accept her offer, 
you will attend a theater show. 
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ж Kill both of the Foreman boys yourself during the 


Medal | aso 
Goals x 
| ж Finish with at least 90% accuracy | 
Ms Grimshaw will open fire when you move 
| sufficiently close to your targets. If you struggle 
Notes y your targets. If y 00 


to kill the Foreman boys in advance of this, trigger 
Dead Eye to align clean headshots from a distance. 


| Speak to Mary-Beth at camp, then drive northwest to Radley s 
House with Ms Grimshaw. When you arrive, you can let her deal 
with the lone guard. 


Storm inside the building with all guns blazing. There are two 
enemies to take down: one in the kitchen and another in the 
| bedroom where Tilly is held captive. Cut her free by holding ©/©. 


When the horse chase begins, gallop at full speed toward the outlaws. 
Move close enough to align a clean headshot on the first target, then 
repeat with the second. You need to take the third enemy — Anthony 
Foreman — alive, so move within lasso range to capture him. Hogtie him, 
then stow him on your horse and deliver him back to Tilly 


©) * THE GILDED CAGE * 


x 


You will find Hosea at the camp, by the gazebo. The opening section 
of this mission is entirely straightforward. Follow the onscreen 

instructions until the fireworks begin. During the sequence where you 

mingle with party quests, note that the mayor is located by the fountain. 


| * While at the party, pour some drinks, compliment a 


Medal 
Goals | 90657 attire, accept a gift and save a life 
| * Follow the servant without being detected. 
During the sequence where you are required to 
mingle with the party guests, you need to take part 
in specific interactions: offer champagne to the 
group of thirsty ladies near the dome; compliment 
| the lady in front of the dome about her headdress; 
Notes 


accept a ticket from the two men talking about 
и between the dome and the fountain; and, 
па! task, assist Algernon Wasp by the small 
buffet table near the canopy (lock on to him and 
help him out as soon as he begins to choke} 


At this point, follow the servant from a distance. You need to 

remain undetected during this entire sequence. In the three 
instances where the servant has a brief conversation inside the house, 
stay back and out of his line of sight. You have plenty of time, so walk 
casually and observe your target from behind walls. 


When the servant walks up the stairs and enters an office, wait 
until he moves into the next room then head straight for the 
marked desk to retrieve a document in the ledger. With this in hand. you 
can now retur to Dutch at the gala and leave with him 
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TT 


* A FINE NIGHT OF DEBAUCHERY * 


= 1 


Notes 


* Win the game of poker without Strauss's help 

* After your cover is blown, escape the boat in under 
35 seconds 

* Get five headshots 


health items 


During the shootout, take down all enemies with 
instant headshots and position yourself close to the 
exit in advance. As soon as the door opens, rush 

outside and jump into the water. Every second you 
can shave off ton 


et the time requirement is 


* Complete the mission without consuming any | 
bonus. | 


[1] Meet Trelawny in the north of Saint Denis. Head inside the tailor's 
shop and browse the catalogue to buy the designated suit 


Follow Trelawny to the barber's and have your hair styled or 
trimmed as you see fit. 


Enter the carriage, which will take you to the Grand Korrigan. 

Follow Trelawny aboard the riverboat, then sit at the poker table 
to play. If you struggle with poker, you can find a guide on page 220. The 
dealer is actually on your side here, though. Fold at the beginning of the 
first game, which you would lose no matter what. In the games that 
follow, on the other hand, fee! free to go all-in. After your opponent 
goes bust, follow the pit boss to the safe room. Disarm him, then be 
ready to shoot in the automatic Dead Eye sequence that occurs when 
you first attempt to loot the safe; afterwards, finish the theft. You should 
then follow Javier to the bar 


When the shootout begins, stay in your initial position behind the 
counter and dispatch the guards with quick headshots. After you thin 
their ranks, Javier moves to the exit and suggests that you escape. 
Sprint through the door and the corridor beyond, then jump in the 
water to complete the mission. 
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* HORSEMEN, APOCALYPSES * 


| ж Shoot the 0'Driscolls in the boat before they 

| disembark 

| * Get 15 headshots 

| * Finish with at least 70% accuracy 

| Complete the mission while exclusively using 
| sidearms 

Complete the mission without consuming any 
health items. 


| 

| This combat-heavy mission requires perfect 
execution to earn a gold medal. The only time: 
sensitive requirement is the one where you need 

| to shoot the O Driscolls in the boat. This can be 
achieved after you jump through the window to 

| protect Sadie (see step EJ). Once you join her, sprint 
to the wooden crate a few steps beyond the one 

| where Sadie takes cover. You can then dispatch the 

| surrounding enemies, as well as the two that arrive 
by boat. 


=; 


You can greet Sadie at camp. right by the house's front door. After 
the cutscene, pick off as many opponents as you can from your initial 
position on the balcony; prioritize stationary targets to secure multiple 
quick headshots. After a short while, Dutch asks you to move to the front 
door downstairs. Dispatch a few more O'Driscolls there, but be ready to 
retreat inside the mansion as soon as John makes the suggestion, Tum 
around and immediately push the cabinet over to barricade the door. 


You have more shooting to do as you defend the house's back windows. 
‘Arthur will automatically break these when you aim if you are in cover 
next to one. As soon as Sadie screams, jump through the window with 
©/© and sprint to her at the back of the nearby cabin. 


With Sadie now at your side, sprint to the cover position ahead and 
start eliminating your enemies. Two of them will arrive on a small boat: 
dispatching them before they touch the shore is required to complete a 
medal goal. The battle then continues toward the mansion's entrance. 
Deal with the O'Driscoll joining the fray with quick headshots, making 
sure you stay close to Sadie at all times in case she needs assistance. 


RED DEAD 
REDEMPTION, 


D * URBAN PLEASURES * 


Rob all the customers in the trolley station 

Kill 10 lawmen while on the trolley 

Prevent any lawmen from jumping on the back 
of the wagon 

Shoot the dynamite thrown by Lenny 
Complete the mission without consuming any 
health items 


This is another mission where it's all about the 
execution. If you struggle with moving targets, 
particularly the lawmen on horseback, make liberal 
use of Dead Eye. You can actually trigger it in very 
short bursts to align single clean headshots; a full 
meter will enable you to do this multiple times. 
Don't hesitate to consume Dead Eye tonics if 
required. 


Notes 


You will find Dutch in a back alley in the southeast of Saint 
Denis. 


As soon as things kick off, hold up each customer in the trolley 
station and press ©/© to rob them, then force the cashier to 
open the safe. 


The moment you are aboard the trolley, look for red dots on your 
radar and immediately take the corresponding enemies down. 
Switch sides as required to kill as many as you can. 


After the crash, dispatch the guards surrounding you until Lenny and 
Dutch find an escape route. Immediately sprint after them through the 
archway, the courtyard, and the street on the other side. Throughout this 
process, take out any guards in your line of sight with quick headshots, 
jumping from one cover position to the next, until you reach a wagon. 


During the wagon escape sequence, your goal is to eliminate all 
pursuers. Monitor their movements on your radar, and prioritize those 
closest to the wagon to ensure they do not jump on the back 


When you reach the bridge, try to land a headshot or two on the 
lawmen in the distance as you approach the roadblock. Once Lenny 
throws a stick of dynamite, use the automatic Dead Eye moment to 
shoot it in midair and clear the way. 
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Meet up with Dutch at camp, on the balcony above the house's 
front door, then ride with him. 


Once in Lagras, follow Thomas and help him out with his traps. After 
the second one, make sure to heed his warning and wait for the three 
alligators to swim by. When the group splits up, head to the highlighted 
area straight ahead. Beckon Jules, who is standing on a tree branch. 
From here, head to the nearby skiff. 


Return Jules to the skiff within one minute 40 


Medal 
Goals | , Seconds 
| Shoot the bullgator five times 
The hardest challenge here is the frst one. When you 
rescue Jules, sprint without pause in a straight line 
Notes р P а 


оп your way to him, and on the way back. Having a 
fortified stamina meter can really help here. 


After the cutscene where the skiff hits a tree stump, jump in the 

water and run towards Jules. Keep going forward while you 
search for him in the highlighted zone until you can pick him up. Now 
| sprint back to the skiff as fast as you can using the most direct route. 


Back on the boat, look for the buligator in the distance and fire at it. The 
foam it generates on the surface of the water makes it easy to locate 
Even if the creature itself is barely visible, take note of your aiming 
reticle: if it's red, your bullet will hit its mark. In the next sequence. 
follow the onscreen instructions to treat Jules's wounds. The bullgator 
will then attack you one more time: follow our previous advice as you 
fire to drive it away. 
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RED DEAD 
REDEMPTION, 


(D * REVENGE IS A DISH BEST EATEN * 


Meet up with Dutch in Lagras, on the pier outside Thomas's 
cabin. 


Climb into the grounds of Bronte's mansion and follow John until you 
reach a few guards; take cover behind the fountain and open hostilities 
with a clean headshot. Gradually push forward to the other side of the 
fountain, where reinforcements will arrive. Take out all enemies as 
efficiently as you can, prioritizing those on the balconies — they can hit 
you even when you are behind cover 


The next shootout begins once you break into the mansion, Take 
cover behind the walls and pick off Bronte's men one by one with 
shots. Now go up the stairs, dispatching any remaining foes. 


тас PRIMER 
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| Search every room in Bronte's mansion. ATLAS 
| Get Bronte to the skiff within one minute 30 WIES 
| Medal | seconds 
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| Goals | * Get 20 headshots 
| Complete the mission without consuming any | EXTRAS 
| 
| 


| health items INDEX 


THE STORY 


As long as you search the other two highlighted 
vede eid 50 FAR 


rooms before finding Bronte, and quickly take out 

| all enemies on the way with headshots, you should 
L comfortably fulfil all requirements, 
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There are three highlighted rooms that you need to search; go through 
all of these to complete the related medal goal. Bronte is in the middle 
‘one, right in front of you as you reach the top of the staircase, Pick him 
up and head back downstairs as the lawmen arrive. 


You now need to return to the skiff, but with one very pressing 

complication: carrying Bronte means that you cannot take cover. 
This isn't too much of a problem if you have become an adept 
sharpshooter. If you struggle, try remaining at the back of your group, 
allowing the others to thin out enemy ranks for you. The mission ends 
as soon as you make it back to the skiff 
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* AMERICAN FATHERS I & II * 


1 HEARTLAND. | 
Qe? o QUÁFIELDS _| 


p 


Speak to Evelyn Miller in Saint Denis. After two in-game hours, 

the Eagle Flies marker will become available to the southeast of 
Valentine. During the opening stage of this mission, you can choose 
between two ways to sneak into the factory: by hiding in a wagon 
(EZ) or by stealthily infiltrating the perimeter (E). The former option is 
probably the easier of the two 


As soon as the introductory cutscene ends, sprint down the hill and 
hop inside the wagon by pressing @/@. Exit immediately as it 
reaches its final destination, then climb up the stairs in front of you 
and go through the nearby door to enter the factory. 


If you prefer to infiltrate the factory without using the wagon, one 
reliable plan is to approach the premises from the southwest corner, 
Tunning alongside the railway. When you reach the platform, wait 
until the patrolling guard moves away or take him out silently with 
an arrow. At this point, you can quietly crouch-walk to the factory's 
main room. 


Infiltrate the factory by hiding in the wagon 

Medal | * Reach Danbury's office without being detected 

Goals | * Kill all the horseback pursuers during the escape 
Finish with at least 80% accuracy 


If you follow our walkthrough, you should meet all 
requirements on a first attempt 


| Notes 


— — -J 


You now need to stealthily make your way upstairs. If you arrive from 

stay in your starting position and wait until the closest guard 
moves outside through the large opening on your left, then crouch: 
walk along that same side of the room until you reach the stairs in the 
back. The machines in the middle will offer you the cover you need to 
avoid the gaze of the guard on the right-hand side. If you arrive from 

go through the opening and take a left to reach the stai 


Upstairs, you have a single sentry to worry about. He usually stands 
by the window, looking outside. You can sneak behind him and head 
straight to the office at the far end, though taking him down quietly is 
also an option, 


Once inside the office, beat Danbury until he gives you the file 

you came for. Leave the room through the window. Back outside, 
dispatch the nearby enemies with quick headshots before heading to 
the site of the explosion. Move from cover to cover, killing all foes on 
the way until you find Eagle Flies in the middle of the highlighted area. 
Hop on your horse and follow your companion 


During the horseback escape, a handful of guards will give 
chase. Without slowing down, turn the camera to the rear and 
eliminate them 
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Medal | $ Com 
Get 25 headshots 
Goals 
Complete the mission without c 
health items 
These objectives require perfect combat execution 
Make sure you put away the rife that Javier giv 
take your time during each shootout: jump out of 
Notes b y ass 


cover only when you feel it's safe to do so, align a 
quick headshot, then duck back to safety I in doubt 
While cracking the safe, the correct combination is: 
19-72-54 


you when you go through the hole in the wall, and | 
| 


Speak to Dutch inside the camp's mansion, then follow the 
convoy to Saint Denis. Choose your favorite weapon loadout 
before you leave your horse. 


Once the hold-up begins, force the bank manager to open the 

vault. As previously, you can crack the safe by slowly rotating @ 
counterclockwise, then clockwise, then counterclockwise again, using 
the intensity of your controller's vibrations to guide you. Maneuver 
slowly when you are close, one increment at a time, until your hear a 
click. 


When the shootout begins, stay in your initial cover position and 

take out as many lawmen as you can with headshots. As soon as 
Dutch calls you, run to him behind the bank’s counter. Pick up the 
dynamite he drops on the floor and place it on the marked wall, then 
take cover behind the counter and shoot the explosive. 


Go through the hole in the wall and climb up the nearby ladder. Keep 
going until you reach the marked position on the rooftop. From this 


vantage point, you can snipe the enemies down below while the gang 
makes its way up. Pick off as many targets as you can, prioritizing 
those on the balconies and the Gatling gun as soon as it arrives on a 
wagon, Aim just above the muzzle flashes to kill the individual who 
is manning it 


Once everyone is in place, follow your allies across the rooftops 


until you reach a window. 


After the cutscene, follow Dutch to the docks. Inside the train, crouch: 
walk at all times to avoid detection. When a guard with a lantern 
appears at the end of the carriage, swiftly take cover behind the train 
seats to your left. 


Back outside the train, crouch-walk to the highlighted area and whistle 
toattract the guards. As soon as they start moving, go around the crates 
and rejoin your group. As long as you lie low and carefully monitor 
enemy movements on the radar, you have little to fear. After Charles's 
diversion, run to the boat to complete the mission, 
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ж WELCOME TO THE NEW WORLD x 


| * Do not fall behind while walking with the 
| chain gang 
Get 10 headshots 


| Scoring 10 headshots can prove difficult, Prioritize 
Notes | enemies that stand in the open to make the aiming 
process easier 


[Ee 


Q * SAVAGERY 


See SEN 
'APILL T. tey zaa) 


Release all the workers within four seconds 
Get eight headshots 
Finish within five minutes 40 seconds 


Keep up with Leon, then execute the final stops 
perfectly shoot the three ropes that the workers 
| are hanging from in rapid succession, then 

dispatch Fussar's men without wasting a second 


Head to the "stranger" marker south of the river to initiate 

this mission. After looking around and trying to free your 
arms, rock left and right with @ until you fall. Immediately grapple 
your captor with @/@, then beat him up. 


When you wake up on the beach, walk until you notice a plume of 
smoke on your left. Walk over to the campfire. 


fter the cutscene and further walking, two short shootouts take 
place. Pick off the targets from behind your initial cover position 
in both instances. 


UNLEASHED * 


Follow Leon through the ruins, staying behind cover at ай times to avoid 
detection 


As you reach the far end of the ruins, take out the lone guard, 

then shoot the ropes that the workers are hanging from. 
Immediately turn around and take cover as Fussar's men will now be 
coming after you. Dispatch them, including the sniper that appears 
above the far wall, to complete the mission 
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RED DEAD 
REDEMPTION. 


ж A KIND AND BENEVOLENT DESPOT + 


Medal | * Get Javier to safety within two minutes 
Goals | * Get 10 headshots | 


As soon as you rescue Javier, do not stop moving 
Notes | until you reach the river. Securing 10 headshots 
along the way should pose no problem. 


You will find Dutch on the southeast side of Aguasdulces, by the 

waterfall. Shimmy across the narrow ledges with him, then 
follow Gloria through the caves. Tilt © upward and repeatedly press 
® /@ to lft the door when prompted. 


Back outside, crouch-walk with Dutch until you run into a pair of 
guards: stealth-kill the right-hand one while he deals with the other. 
Hide the bodies behind the nearby well, then proceed forward. 


Repeat this stealth-kill strategy on the next duo inside the sugar 

refinery (this time hitting the left-hand target), then sabotage the 
building by examining the three marked interaction points: the valve, 
the sacks of sugar, and the shutters. Leave the building via the door 
behind Dutch. 


Follow Dutch until you complete the rescue, From this point 

forward, your goal is to protect Javier as you escape the 
compound, Take cover and pick off the guards that arrive from all 
directions. Monitor their movements on your radar, transitioning 
between cover positions accordingly 


Flee through the sugar fields with Dutch. Whenever you notice 
red dots approaching from behind on your radar, turn and 
|. dispatch them before resuming your escape. 


Cross the river and take cover behind one of the rocks. Your goal is now 
to hold off the remaining guards. They will arrive in large numbers, so 
try to eliminate them swiftly with the usual technique: jump out from 
cover and take a shot (preferably to the head by flicking @), before 
immediately returning to cover, Be especially mindful of the snipers 
that appear on the cliff. These marksmen can hit you even while you 
are behind cover, so prioritize them above all other targets. They might 
be hard to spot if they are concealed behind foliage, in which case you 
may need to manually adjust your shots. 


| 
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* HELL HATH NU FURY * 


L =- m m m m > 


Prevent four boats from reaching the shore 
Destroy the naval ship without missing a shot 
Finish with at least 70% accuracy 


Preventing four boats from reaching the beach is the 
biggest challenge here, The key isto land headshots, 
though this is complicated by the disruptive cannon 
shots and the distance between you and your 
Notes | — targets. If you struggle, shots to the chest can work 

| too. As soon as you have stopped the first two boats, 
move to the other side of the bridge and repeat. At 

| this point, check the progress of the remaining boats 
on your map and react accordingly 


Medal 
Goals | 


| 


Regroup with the others on the roof, then pick off Fussar's men 

on the beach and bridge below. They are at а distance where you 
only need to make a fractional adjustment on @ to align headshots 
every time you lock on. Once you have wiped them all out, help Her 
push the cannon: stand behind it, tilt @ forward and tap © 
repeatedly. 


o 


Pick up the double-barreled shotgun on the wooden crate at the 

bottom of the stairs. It works extremely well against nearby 
targets, such as the hostiles you encounter as you follow Dutch and 
Hercule down to the beach. Once you get there, we suggest you switch 
back to your bolt action rifle or carbine repeater, which both offer 
superior range and ammo capacity 


Once you reach the end of the bridge you will need to issue orders 
to your allies. We suggest that you send them to the right-hand side, 
where enemy boats tend to arrive first. By focusing your party's fire on 
them from your vantage point on the bridge, you can take down most 
enemies quickly, then move to the other side and repeat. Run down 
the stairs and eliminate the remaining soldiers before regrouping at 
the waypoint 


Follow Hercule back up to the roof where you can now man the 
cannon to destroy the ship. Note that you need to aim higher to take 
the trajectory of the projectiles into account. As a rule, if your reticle 
is aligned with the top of the ship, you will generally hit it just above 
the waterline. Fire without pause, reloading whenever you run out of 
ammo, until the vessel sinks. 
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RED DEAD 
REDEMPTION. 


ML AG UL 


Kill the first two sentries without being detected 
Escort the captain to the boat within one minute 


| 
| 
Goals | 
| 
| 


1 
Medal | 45 seconds 
Get 25 headshots 
Complete within six minutes 45 seconds 
Your priority here is to be effective during battle: | 
‘Speed through each encounter by chaining headshot | 


after headshot, and sprint to your destination. You 
| | really can't afford to stop at any point. | 
J} 


Run up the hill with your companions. When you reach the two 
guards, creep behind the first one to perform a stealth kill; Micah. 
will take care of the other. Plant the explosives on the cannon before 
you move on. | 


Move through the ruins, gradually eliminating the soldiers you 
encounter on the way, and paying special attention to those on vantage 
points. Climb up the stairs at the end to reach the lookout platform, 
where another shootout takes place 


Now head toward the workers compound. Start the battle from 

the first cover point, then push on to the highlighted house 
where the captain awaits. During the Mexican standoff, wait until you 
can look down to kick a gun towards the captain. 


Expect more resistance on your way back to the ship. Move 
aggressively from cover to cover, eliminating as many foes as you 
can with instant headshots, 


Avoid the main alley when you are instructed to get to the cannon, 
as itis dangerously exposed to shots from the turret at the top of the 
tower. Instead, advance via the left side of the ruins, jumping above 
the various walls. Use the cannon to blast the top of the tower and end 
the mission 
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* DEAR UNCLE TACITUS * 


Leave Shady Belle without being spotted by the 


Medal | * © 
Pinkertons 
Goals 
Finish within eight minutes 
Technically, you don't need to kill any Pinkertons. 
Sneak behind the first one and crouch-walk directly 
Notes 


to the entrance door to make your escape, then 
gallop to your destination, 


Г LAKAY- 


Kill two Pinkertons during the Dead Eye ambush 


Get at least 70% accuracy with the Gatling gun 

Goals | * Get five headshots with the Gatling gun 
Complete the mission without consuming any 
health items 


As long as you use the Gatling gun sensibly, more 
Notes | like a semi-automatic rifle fired in short bursts, 
these objectives are relatively accessible 


Follow Sadie to the other house, climb through the trapdoor, 
and get in cover by the entrance. 


The shootout begins with an automatic Dead Eye moment: don't 

miss the opportunity to tag a few enemy heads to take them out 
instantly. Sprint to cover and eliminate the others with standard 
headshots. 


You regain control of Arthur on a pier at the Van Horn Trading Post. 
Steal the horse at the top of the steps and ride to Shady Belle. 


Inside the mansion, pick up the letter on the living room table. 


Аз soon as the cutscene ends, crouch and wait for a first Pinkerton to 
pass through the nearby doorway, then sneak behind him with your 
knife in hand and perform a stealth kill. A second is examining the 
fireplace in the adjacent room: either kill him in the same fashion, or 
| leave through the door. Once outside, mount up and ride to Lakay. 


NG JOY * 


After dispatching more foes, you will be invited to man the Gatling gun 
's marked in yellow on your radar. Sprint to it and take control with 
ФФ. You can fire by holding ®2/ . Mow down the Pinkertons 
and the reinforcements that join them; note that you can cause large 
explosions by shooting the red crates. The mission ends when your 
opponents start to flee. 
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el 


Get 15 headshots 
Deliver Meredith to her mother within two minutes 
Finish with at least 85% accuracy 

Complete the mission without consuming any 
health items | 


Melee kills are in ith the headshot 
requirement: use weapons and Dead Eye liberally 

Notes | When taking Meredith back to her mother, you can 
cut through the woods during the first part of the 
journey to save time 


Dutch can be found at the Lakay camp. After your conversation, 

talk to Charles and ride with him, Note that equipping a 
powerful close-range weapon, such as a shotgun, will prove useful 
soon. Charles asks if you wish to make part of the journey by canoe, 
but we suggest you ride your horse instead: this way, you'll have 
access to your saddle. When you reach the two Murfrees, take out the 
one on the left with a silent weapon (such as a throwing knife): Charles 
will eliminate the other simultaneously, After a short walk, you have 
another choice to make: you can either sneak into the cave (EZ). or 
flush the Murfrees out with dynamite (Z) 


If you opt for the infiltration scenario, creep behind the sentry at 

the cave's entrance and slit his throat. Take out the next target 
silently inside the cave (or ask Charles to do so for you). There are two 
more Murlrees that you can stealth-kill from behind by dropping down 
from the ledge to your right. At that point, however, stealth is no longer 
possible: the next Murfree you eliminate will raise the alarm. 


* THAT'S MURFREE COUNTRY * 


If you chose the dynamite approach, head toward the cave entrance 
and throw an explosive at the Murfree. The detonation will kill him, 
but also alert all of his companions. Take cover and be ready to repel a 
challenging wave of enemies. Push forward into the cave when you're 
ready. 


Once the shootout inside the cave begins, advance very cautiously 
Some Murfrees have a nasty habit of charging to your position and 
attacking with a melee weapon, which can kill you with a single strike; 
eliminate these as a priority. Keep as much distance as you can from 
your foes, monitoring their movements on the radar and — where 
possible — try to bottle them up at chokepoints where you can fire at 
will. Move deeper into the cave only when the coast is clear. After all 
targets have been eliminated, head to the cage and rescue the girl 


Take Meredith back to Annesburg on horseback. Note that 
accepting or refusing the money reward from her mother has no 
honor consequences. 
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Р Н . 
L H A E R 6 . B E AV E R H П ШШ Ш Stranded in the Caribbean on the small island of Guarma, Arthur and his companions were made prisoners by Fussar, a 


powerful man running the island's sugar plantations. Joining with a local resistance group, the gang managed to escape and 
return to the mainland. Briefly reunited in a new camp at Lakay, the Van der Linde gang, or rather what was left of it, was 
quickly attacked by Pinkertons. On the run again, they managed to establish a new base at Beaver Hollow. 
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Last chance to finish “Of Men and 
Angels” (page 100) 


A FORK IN THE ROAD 


As you approach Sadie's marker in Saint Denis to begin “Icarus and Friends", this 
mission is triggered automatically. It is primarily a cinematic sequence that is best 


thout any form сі this within three minutes 


seconds will reward you with a gold medal. 


After this 


t-piece event, you might soon notice that your attr 


little more rapidly than they used to. This is not just an impression, but a 
to page 166 for details, 


Keep the balloon at the correct altitude for the 
| entire journey 


Medal | * Get five headshots from the balloon 
Goals | * Finish with at least 70% accuracy 
Complete the mission without consuming any 
health items 
All of these goals should be rather straightforward 


The final shootout can be brutal, so remain behind 
|| Notes 

| cover as much as possible and make each shooting 
| opportunity count. 


Note that this mission can be played either at the end of 
Chapter 5 or at the beginning of Chapter 6 


Meet up with Sadie in Saint Denis and follow her to the outskirts 
of the city. 


The Ascend prompt in the lower-right corner of your screen 
shows your altitude. As you hold R2)/G to rise, obs 

the gauge fills. If you look closely, you will notice a faded yellow 
segment in the left half ofthe circle: this corresponds to the optimal 

‚ altitude range. Once you reach this, the gauge itself becomes yellow. 


rve how 


Your goal isto stay within that zone by regularly topping up the gauge. 
This is by no means difficult — you simply need to keep an eye on the 
current level and hold @2/G briefly at regular intervals. Note that the 
optimal zone will gradually transition towards the bottom of the gauge 
as you near your destination. This reflects the fact that you need to 
lower your altitude to observe the penitentiary from up close, so adjust 
the spacing of your button presses accordingly. 


Once in a stationary position above the penitentiary, use the binoculars 
to search the fields for John. When you locate a group of prisoners, tilt 
© upward to тоот in and ascertain if he is among them. As soon as the 
guards start firing at you, ascend again to leave the area. 


You will soon notice Sadie below with O'Driscolls in hot pursuit. 

Perched in the hot-air balloon, you are in a perfect position to 
snipe them. Wait until you are within range — your reticle will turn red 
when aligned on a target — before you open fire. 


Once alone in the balloon, you are back in charge of its altitude. As 
previously, make sure you stay inside the marked zone on the gauge. 
You will need to gain height to pass above the bridge, then immediately 
descend for the rope to be within Sadie's grasp. Pull her up by tilting © 
upward and tapping 66/6) repeatedly. 


The mission ends with a final shootout. Eliminate the O'Driscolls 

that run in your direction from your initial cover position. As 
you finish the last ones off, reinforcements arrive from behind you: 
turn around and sprint to a cover position on that side, These foes are 
numerous and aggressive so proceed cautiously, taking great care to 
minimize the time that you spend out of cover to shoot. 


Get headshots on both prison guards when sniping 
from the tower 

Escape to the boat within two minutes 45 seconds 
Finish within nine minutes 

Finish with at least 80% accuracy 

Complete the mission without consuming any 
health items. 


Medal 
Goals 


The primary consideration here is speed, | 
particularly during your escape with John, Only 
eliminate foes that pose a direct threat, making 
brief stands at each available cover position. The 
rest of the time, focus on covering ground as 
quickly as possible. 


Notes 


You will find Sadie on a pier northwest of Sisika Penitentiary. 


After a brief rowing session, you will reach the island's shore. 
Immediately crouch and stay low as you follow Sadie to the 
watchtower. Climb up the ladder and stealth kill the guard at the top. 


Pick up the rolling block rifle and use the scope to observe the 
group to your right, in front of the barn. Take out the two guards 
with headshots, then run to that location. 


After the cutscene, march your hostage to the prison entrance. 

When the shootout begins, immediately sprint back to the other 
side of the bridge and take cover behind the wooden crates or barrels. 
This is a very strong defensive position as the guards can only come 
after you through a natural bottleneck. It also makes it harder for 
snipers on the penitentiary's walls to hit you. 


As soon as Sadie and John start running through the field, join them 
and provide protection from all incoming enemies. When you reach a 
collection of wooden crates and cotton bales at the end of the field, 
take cover and make a brief stop to dispatch as many guards as you 
can, This will facilitate Sadie and John's advance towards the boat 
Join them as soon as they reach the shallow water. 


A final shootout occurs on the boat. You have no cover available 
here so make each bullet count with practiced flicks of © as 
you lock on to secure headshots, 


Back on the shore, mount up and follow your friends to Beaver 
Hollow. 
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* JUST A SOCIAL CALL * 


Meet up with Micah between two of the small wooden houses 
in Annesburg. Follow him and Dutch, then take cover behind the 
highlighted crate. 


When the shootout begins, dispatch the men on the boat from 

your initial position, then turn around and transition to one of 
the crates to welcome the Pinkerton reinforcements arriving from the 
opposite direction. 


Keep up with Dutch as he looks for Micah, eliminating all enemies that 
you run into on the way. If you lose sight of him when you reach the 
coal mining facility, head up the stairs. 


After killing Cornwall, reach the horses wit 
minutes 45 seconds 

Headshot three mounted enemies 
Complete the mission without consuming any 
health items 


To reach the horses within the deadline, you have 
to move very quickly. You will need a high headshot 
success rate to progress through each enemy 
encounter at the required pace 


You will face resistance as you follow Dutch and Micah, but nothing 
that should prove too taxing. Make sure not to linger on the stairs with 
the coal conveyor belt, where you will be exposed to shots from all 
directions. When you reach the top of the stairs, a final wave of guards 
awaits: you can get rid of at least two of them instantly if you fire at 
the oil wagon. Once they're all dead, walk to the highlighted area to 
tree the horses. 


During the horseback escape, several groups of mounted 

will attempt to stop you. Steering your horse and aiming 
simultaneously can prove a bit complicated, so focus on one or the other 
at a time: as soon as you are within firing range, leave © alone for a few 
seconds (your horse will maintain its gait), and lock on to your targets to 
align clean headshots. You can then immediately retur your attention to 
the escape. Dutch and Micah wil not outdistance you if you're swift 


jemies 


— 
TCC d eee == 


Medal Goals 
(Part I) 


Finish within one minute 20 seconds 


Gallop to the mine and altemately block and 


Notes 
counterattack to win the fist fight quickly. 


Medal Goals | * Find Edith Downes within one minute 10 
(Part Il) seconds 


Head straight to the area shown in step 
Notes without stopping at the bridge to exami 
anything, 


If you have a high honor rating (at least rank 4), you will find 
Edith Downes by the coal mining facility in Annesburg. 


Head to the mine at the top of the hill to find her son, Archie, 
being bullied by the foreman. Beat him down to free the boy. 


Four hours later, you can meet Archie again in a small alley 
erpendicular to Annesburg's main street, right next to the 
newspaper seller. 
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Follow the railway to the highlighted area, northeast of the town 
Activate Eagle Eye to reveal a trail on the path that runs below the 
bridge, towards the northwest. 


The trail will lead you to a horse hitched to a tree, and to Edith Downes 
a few steps beyond. Persuade her to go back to town — whatever tone 
you use ("ask" or "demand") leads to the same result. Take her back to 
Archie to complete the mission. 


* OF MEN A 


ND ANGELS * 


"— | 


12. 


ак 


Greet Sister Calderón outside her church in Saint Denis. She 

asks you to donate food for the poor. You can complete this 
immediately by offering any four food items, or 10 dollars, or an 
equivalent combination of money and foodstuffs. 


* THE COURSE OF TRUE LOVE -IV &V* 


Headshot five of the Braithwaites as they pursue. 
the train 
Finish within seven minutes 30 seconds 


You can hop aboard the train before the end of the 
fist fight to save time, If in doubt, use Dead Eye to || 
secure the required headshots while the train is in 

motion 


Read the letter from Penelope in your tent. Penelope awaits 
outside the small cabin that faces the gazebo where you first 
met her. Take her with you on your horse and ride to Rhodes. 


Once at the train station, buy tickets for the couple. They will 

soon be attacked by Beau's cousins. To defeat this pair in the 
ensuing fist fight, block their initial punches and counter with a couple 
of blows of your own, then repeat. Get on the train immediately 
afterwards. 


Head to the flatbed carriage to the rear when the train is attacked, 
then take cover and dispatch the mounted thugs with quick headshots. 
Afterwards, enter the engine car and drive the train to Riggs Station. 


RED DEAD 
REDEMPTION. 


05) * MONEY LENDING AND OTHER SINS — VI & VII x 


Speak to Strauss at camp to receive the details of two new 
debtors, | 


John Weathers can be found near Moonstone Pond, to the west. He | 
is trying to repair his broken wagon on the side of the road. When you | 


confront Weathers, a group of soldiers searching for him launch an 
attack. Take out as many as you can fram your initial cover position, 
then push forward to the rocks to finish off the last few survivors. 
Once the dust settles, you have to choose between absolving or 
recovering the debt. The former option will net you 10 honor points but 
no additional recompense; the latter will get you the reward (a silver 
locket) but make you lose five honor points 


To find Arthur Londonderry, head to the entrance to Annesburg's 
mine. After questioning the guard, enter the pit and speak to the 
foreman. Your next destination is the debtor's widow, outside a small 


cabin at Butcher's Creek — a short ride to the south of your current 
position. Arthur automatically decides to absolve her, but you are free 
to give her money too; doing so costs a nominal dollar sum but rewards 
you with 20 honor points 


You can now return to camp to confront Strauss. 
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(U) * THE DELIGHTS OF VAN HORN * 


A sniper rifle customized with a long scope mig 
help you to complete the first challenge. You might 
find it difficult to land headshots оп moving target 
Activating Dead Eye will greatly help you here; feel 
free to replenish your meter with a tonic if you run 
out 


Meet Micah at the waypoint just west of the Van Horn Trading 
Post, then ride with Bill to the ambush location. 


Go upstairs in the derelict house and take cover by a window. From 
here, you are in a perfect position to snipe the wagon guards. Once 
you have cleared the street, run back downstairs and join Bill on the 
wagon. 


Enemies will soon give chase as you ride back to camp. Your priority 
here is to prevent them from shooting the wagon too much: their bullets 
will eventually hit the dynamite, leading to instant death. Take out your 
favorite weapon and focus on securing headshots, prioritizing the enemies 
close to the back of the wagon. The movements of your mounted pursuers 
can be unpredictable, so activate Dead Eye if required. The mission ends 
when you reach Micah, irrespective of who's driving 


RED DEAD 
REDEMPTION. 


2 


(22 
CTATION 


Medal | * Plant the dynamite within one minute 35 seconds || 
Goals | * Escape the oncoming train within 19 seconds | 

|| ! 
| | | 
This set of objectives is straightforward, but | 
requires perfect execution. Memorize in advance — | 
Notes | 


the exact location of each pillar. every step and 
every second counts, | 


You will find John at Bacchus Station. To move the hand car, 
hold @/@ when it's Arthur's turn, release when it's John's 
turn, and repeat in sequence. 


Next, pick up the first crate of dynamite and walk a few steps toward 
„John, who waits on the fioor level below. To lower the crate to him, 
you need to alternately hold C/I and R2 /@ until he con grab the 
explosives. Collect the second crate and proceed in the same way to 
lower it down to John. 


Alter going down the ladder, you now need to plant dynamite on the 
bridge's pillars. There are three positions in total: for each one of them, 
you must first pick up dynamite at the foot of the ladder, then head to 
the corresponding marker. 


As soon as the cutscene ends, sprint back to the hand car. Use the 

same controls as previously hold G0/© when it's Arthur's turn to 
press, release when it's John's) to reach safety before the train crushes 
you. Finally, use the plunger to blow up the bridge. 
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Speak to Reverend Swanson at camp, then follow Dutch and 
Eagle Flies all the way to the beach 


Once aboard the canoe, head in the direction of the boat. Steer 
with © and press 69/0) in time with the paddle entering the 
water to row more quickly. 


On the deck, perform a stealth knockout on the enemy directly in front 
of you. Repeat this on the foe who walks out from where the horses are 
stabled while your allies neutralize the others. This leaves three men, 
who can be found playing cards near the ship's bow. If you want to 


Knock out two soldiers on the boat 


! 
Medal | , Round up the horses and reach the shore within 
Goals 
one minute 30 seconds 
very easy set of optional objectives that simpl 
Notes | Avery easy set of optional objectives that simply 


require you to move swiftly. 


persist with non-lethal force, crouch-walk behind the closest one to 
take him out, then bludgeon the other two until they fall — though if you 
have already satisfied the related medal goal, there's no reason why you 
can't just draw a weapon and get it over with. When the men have been 
dealt with, plant dynamite on the nearby anchor 


After the cutscene, swim toward the three horses in front of you and 
| mount any one of them. Now head to the shore; the other two horses 
will follow your lead. 


| A final cutscene is triggered when Dutch joins you in the 

highlighted area. You are given a choice of whether to help 
Rains Fall or not. If you opt to help, you unlock the “Archeology for 
Beginners" mission. If not, you will miss that mission altogether, as 
well as “Honor, Amongst Thieves 
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© * ARCHEOLOGY FOR BEGINNERS * 


Look for Rains Fall at the Wapiti Indian Reservation, in the tent by 

the campfire. Follow him on horseback as he leads you to a sacred 
site. During the ride, Monroe asks you if you are willing to help him: 
accept and you will unlock a new mission (“ Honor, Amongst Thieves"; 
refuse, and you will lose the opportunity to complete that mission, 


Rains Fall will make a couple of stops during the journey to pick 
up herbs. As you ride to higher elevations, temperatures will start 
to fall: don't forget to change to a warmer outfit via the horse wheel. 


When you reach your destination, activate Eagle Eye and inspect 
the clues revealed in the highlighted area. 


Make your way down toward the army camp at the foot of the 

mountain. Your objective is to retrieve the Chanupa and the 
sacred items that lie on the ground, in the middle of the camp, next to 
the cooking pot. We strongly recommend that you avoid fatalities, as 
ng this objective without bloodshed leads to a valuable reward. 
Wait until the guard that patrols around the entire camp moves to the 


- E 
| 
- z | 

EXPLORATION 

Recover the relics without being detected ATLAS 

Recover the relics within one minute 30 seconds 
WEAPONS 
ITEMS 

To meet both requirements, you need to be both fast EXTRAS 

and stealthy. Gallop down the hill and dismount a аа 

short distance before you reach the camp. Couch | 

walk straight to the relics while the patrolling guard | 

moves away, then quietly retur to your horse and er c 

gallop at full speed back to Rains Fall SO PAR 
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CHAPTER 2 
CHAPTER 9 
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CHAPTER 5 
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EPILOGUE 2 


opposite side, crouch-walk over to take the items (see accompanying 
screenshot), then retrace your steps and quietly leave the area. 


Return to Rains Fall at the top of the mountain. If you didn't kill 
any of the guards, the elder rewards you with the owl feather 
trinket, a powerful item that permanently reduces the drain speed of 


your cores by 15%, 


© ж HONOR, AMONGST THIEVES * 


Medal | * Recover the vaccine without being detected 
Goals | * Finish within five minutes 


To meet the time requirement, gallop straight to 
the wagon, Carefully move to either side, staying to 

Notes | the rear of the two drivers. Wait until the onscreen 
prompt appears, then jump aboard. After you 
retrieve the vaccine, rush back to Monroe. 


Kill a pursuer's horse during the escape 


sh within nine minutes 30 second 
Medai | * Finish within nine minutes 30 seconds | 
Goals | * Finish with at least 75% accuracy 
Complete the mission without consuming any 
health items 
|| 
You have no headshot requirement to worry about 
here, Aim at the torsos of moving targets with a 
кече e sos of moving targets 


powerful weapon and ammunition type to ensure 
maximum efficiency. 


Trelawny can be found at camp, seated not far from your tent 
After your conversation with him, ride with Charles and Rains 
Fall until the meeting begins. 


After the meeting, back away in the direction of your horse. 

Mount up immediately and gallop at full speed with your 
companions. Enemies will soon give chase: turn the camera to the rear 
and eliminate them without interrupting your horse's gallop. 


‘Speak to Monroe at the Wapiti Indian Reservation, then follow 
him. 


Once the wagon arrives, your goal is to retrieve the va ies. 
Brute force is a viable option, but it's better to adhere to Monroe's 
wishes and collect it stealthily, without bloodshed. Ride next to the 
wagon, matching speed while remaining out of sight behind the two 
drivers, then jump aboard once you are in position. Search the crates 
to locate the medicine, then return to Monroe at the reservation 
Note that the above strategy is only possible until the wagon reaches 
Cornwall Factory Kerosene & Tar. beyond that point, a shootout is 
unavoidable. 


cine it ca 


D * THE FINE ART OF CONVERSATION * 


Join Monroe when he heads into the forest on foot, taking cover behind 
the various rocks and trees as you eliminate the many soldiers. This isa 
rather lengthy shootout, so be patient and perform as many headshots 
as you can. Once the coast is clear, mount up again and escape with 
Charles. A handful of mounted adversaries will give chase; dispatch 
them before you reach the train station. 
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Find Colm's backup within 45 seconds 
Get eight headshots with the scoped rifle 
Finish within six minutes 30 seconds 


The fastest route to Colm's backup on the roof 
is the one going through the arches, as you can 

Notes | гип all the way through. If you struggle to secure 
headshots with the scoped rifle, use brief bursts of 
Dead Eye to adjust your aim. 


Meet up with Sadie and Dutch in the Saint Denis saloon. Follow 
them to the gallows 


After Dutch leaves, there are various ways to reach the roof, 
Here are the two possibilities: 


Either go through the arches in front of you, proceed up the 
stairs to the topmost floor, then climb the ladder at the end of the 
balcony, 


Head up the ladder on your left, immediately take a right inside 
the house and walk up the stairs to access the roof via a window. 


An O'Driscoll ambushes you on the rooftop. Repeatedly press 

©/© to break tree, then take him on in a melee fight. One 
effective way to deal with him is to grapple him with @/@, then stab 
him with (&2/QI. 


When the shootout begins, pick off as many enemies as you can; 
identify them by looking for their distinctive gray hats. Try to land 
headshots for maximum efficiency, prioritizing those who pose a threat 
to Dutch and Sadie. If you struggle to locate your foes, observe Dutch: 
the direction of his shots will indicate the approximate position of an 
O'Driscoll 
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© _ * FAVORED SONS * 


Dutch and Eagle Flies await in Cumberland Forest, atop the cliff 
at the heart of the highlighted area 


Pick up the spool and attach the wire to the dynamite in all four 

marked positions, then run back up to the top of the cliff 
Detonate the explosives once all the soldiers have passed the first 
charge 


When the shootout begins, your vantage point gives you a perfect angle 
on the soldiers down below: take them out quickly with headshots, 
then turn your attention to those that run up the hill to your position. 


After you loot a few bodies, a further wave of soldiers attacks from 
the opposite hill, backed up by a cannon, Take cover and eliminate 
as many as you can with headshots, then make your way up the hill 
to deal with the individual manning the cannon. If you intend to 
complete the medal goal here, advance on the left side of the hill to 
encounter fewer opponents. 


With cannon shots from further afield and mounted enemies 
now threatening you, you must run to your horse and ride away 
with Dutch. When you reach the canyon, take cover and dispatch the 


Kill the soldier on the cannon within 45 seconds 

Medal | * Get 35 headshots 

Goals | * Complete the mission without consuming any 
health items 


Given the amount of headshots required, you need 
to consistently flick © every time you lock on to a 
target. Once the cannon is introduced, make your 

Notes | мау up the left side of the hill, eliminating ай foes 
you run into with instant kills. Remember that 
enemies spawn endlessly during step EJ. enabling 
You to reach the required total of headshots. 


| soldiers on the cliff. Keep following Dutch, making the most of each 
cover position available every time you run into enemies. 


When soldiers attack you from behind as you run down a narrow path. 
repel the first wave — but be quick to flee as soon as Dutch makes 
the suggestion. This is a tide of enemies that cannot be stemmed, so 
it makes no sense to linger. At the end of this path, a cutscene 
triggered: surrender with @/@, but then tilt © downward to slowly 
walk backward until you can jump from the cliff with @/@. 
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While infiltrating Fort Wallace, headshot every 
Medal | soldier blocking your way to Eagle Flies 
Goals | * Kill 15 enemies while escaping in the canoe 
Finish with at least 80% accuracy 


Make sure you take the lead during the stealth 
section when given the choice, as you need to 
perform the headshots yourself. When dealing with 
two guards at a time, activate Dead Eye to prevent 
Charles from “stealing” a kill. During the canoe 
аре, constantly monitor enemies on your radar 
and take them out as soon as you can. Aiming can 
be difficult, so take these adversaries down by any 
means necessary. As ever, Dead Eye is the great 
leveler in times of adversity, especially if you are 
well-stocked with tonics to replenish it 


Notes 


Speak to Charles at the Wapiti Indian Reservation, then to Rain 
Fall in his tent. After the cutscene, ride with Charles to Fort 
Wallace 


This mission begins with an infiltration sequence during which 
detection will cause you to fail the mission and return to the previous 
checkpoint, so be sure to equip silent weapons. The bow is obviously 
ideal. Start by aligning a clean headshot on either of the guards by 
the entrance; Charles will take care of the other one. Follow your 
companion, pressing against the wall to avoid the gaze of the sentry 
above, then kill either of the next two guards as you did before 
Once inside the fort, eliminate the first two lone soldiers with bow 
headshots. Work in tandem with your partner again to eliminate the 
next pair, then dispatch one more guard. You can then follow Charles 
through the door until he stops behind crates. 
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Climb up the nearby ladder, eliminate the lone sentry, then shoot 


CHAPTER | 
an arrow at the lantern from your vantage point. As soon as the fire 

spreads, crouch-walk to the next ladder and head to the cells with | CHAPTER 2 
Charles. Loot the guard inside to retrieve the keys and free Eagle Flies. | CHAPTER 3 


CHAPTER 4 
A major shootout begins outside. Proce 


das usual, moving from 


cover to cover and killing all enemies on the way with headshots, | CHAPTER S 
Once you reach the blocked door, get to the rear of the nearby cannon: Р 
rotate it accordingly, then aim and fire to open the way. EPILOGUE | 


EPILOGUE 2 


Soldiers will be swift to give chase when you escape on horseback. 
Gallop constantly by tapping 60/Q repeatedly, occasionally rotating 
the camera without touching © to deal with anyone in close pursuit, 
Your priority is to escape, though, so keep up with Charles at all times. 
When you make it to the canoe, dispatch the remaining soldiers before 
you jump in. 


During the canoe escape sequence, many more foes will attack from 
all sides as you go down the river, including from the rope bridge 
high above. Whenever you notice a red dot on your radar, draw your 
weapon and fire; resume paddling only when the coast is clear. Once 
the current becomes weaker, head for the shore to end the mission. 
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ж MRS SADIE ADLER, WIDOW — I & II ж 


Headshot the sniper in the barn | 


Medal 

| Goats. | * Secure the bam without taking any damage | 
Finish within five minutes 30 seconds | 
This is a brief but brutal battle. To meet the 
deadline, you need о aggressively push forward — | 
from cover to cover and eliminate enemies with 
precision headshots, exposing yourself only very — || 
briefly to avoid taking damage. As soon as you | 

Notes ү pa n | 


clear the outside of the ranch, sprint to the barn. 
Methodically take out all the 0'Driscolls inside | 
without losing a second. including any hiding 
upstairs; once they have fallen, sprint to Sadie | 
| in the cabin. 


You will find Sadie at camp, throwing knives at a tree. She 
you to help her. This is an important decision. f you say yes, the 


mission proceeds; if not, you lose the opportunity to complete it at all 
Assuming that you answer in the affirmative, you can then choose to 
ride with her immediately if you are ready; otherwise, you will need to 
make it to Hanging Dog Ranch on your own. 


Once at the ranch, prepare yourself for a short but intense shootout 
with enemies pouring in from all directions. Stay in cover at all times 
and fire in brief bursts with your most trusted weapon. Closely monitor 
your radar to keep track of your foes, transitioning between cover as 
required — especially if you have been flanked. After a short while, 
you will notice a sniper posted in the barn, at the window upstairs: 
dispatch him with a headshot as soon as you can 


As soon as you have defeated all foes outside, Sadie asks you to 
secure the barn. Fighting in the open within such close confines is 
too risky: instead, take cover behind the wooden post on the left-hand 
side immediately as you enter. This should leave you free to kill your 
enemies safely, as they should come to you. Once you're done, join 
Sadie in the cabin. 


RED DEAD 
REDEMPTION. 


Save Paytah 
Get 30 headshots 


Medal 
» Finish with at least 8096 accuracy 
Goals 
omplete the mission without consuming any 
health items 
This set of objectives requires you to be extremely 
effective during the shootout sequence. Do your 
utmost to eliminate your enemies swiftly with the 
Notes b id 


usual technique: jump out from cover and align 
a headshot by flicking @, before immediately 
returning to cover. 


Meet Dutch and Micah at camp. Follow the group once everyone 
departs. The battle begins at the oilfields. As soon as you are on foot 
sprint to cover and begin to engage your opponents. Prioritize the 
snipers on the tower. Afterwards, refer to your radar to ascertain the 
positions of soldiers and adjust your aim accordingly. 


Once on the wooden walkways, sprint toward the nearby building. As 
n as a soldier bursts out, poised to kill Eagle Flies, take him down 
with an instant headshot. 


The next phase of the shootout is even more demanding, with soldiers 
coming from all directions. Eliminate everyone within range from cover, 
then sprint to another safe position and repeat. Pay close attention to your 
radar to quickly deal with any threats that arrive to the side or from behind. 
When you reach the final stretch with the train in the background, focus 
‘on the terrace of the house under construction. You will see a soldier 
wrestling with one of your allies dispatch him with a quick headshot. A 
Gatling gun will soon begin hosing the area with bullets. Sprint to cover, 
then aim just above the turret’s muzzle flash to kill the soldier manning it. 
With that done, finish off the remaining enemies in the area. 


More troops await on the other side of the train. You will soon s 
Paytah struggling with a soldier to your left: quickly eliminate the latter 
with a headshot 


You will encounter a final pocket of resistance as you go around the 
factory and reunite with the rest of the gang. With the numbers now 
in your favor, finishing the remaining hostiles off should be a formality. 
After speaking to Dutch, follow him inside the factory and search the 
office upstairs. A few more enemies will attack you on your way back: 
you can take them out from your initial position at the bottom of the 
stairs. Be ready to shoot during the automatic Dead Eye moment that 
occurs after the cutscene: you do not control aiming here, so all you 
have to do is press the trigger when the reticle із aligned on your target 
Ride back to the Wapiti Indian Reservation to complete the mission 
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RED DEAD 
REDEMPTION, 


LAST CHANCE! 


Dutch's horse 
Finish within 11 minutes 

Fight through the train with at least 80% accuracy 
Complete the mission without consuming any 


| Get a headshot in Dead Eye after jumping from 


оп the train, methodically lock on to your targets 
and flick © before firing to secure instant 
headshots. During the Gatling gun sequence, 

no accuracy requirements apply so you can fire 
relentlessly to mow down mounted pursuers. 


| 
| health items. 
| The key here is efficiency: while fighting enemies 


Speak to Dutch in his tent, then head out with the rest of the 
gang. Retrieve the dynamite with John before rejoining the 


others outside Saint Denis. 


As soon as the train passes by without stopping at the station, give | 


chase. You need to board it by catching up and jumping to it 


Once aboard, make your way toward the engine car. You will encounter 
many enemies on the way, but cover points are abundant. When you 
reach the dual-wielding foe, stay in cover until he has to reload — then 


take him out with a headshot. 


When the carriage ahead catches fire, mave next to John and jump 
from the train to Dutch’s horse. Hop back on the next flatbed carriage 
once you are level with it. After the cutscene, an automatic Dead 
Eye moment is triggered: use this to adjust a clean headshot on the 
soldier. 


In the next sequence, you get to man a Gatling gun as mounted 

pursuers arrive from all directions. Monitor their movements on 
your radar and feel free to fire with abandon — ammunition is not a 
concern here. 


Ünce you have repelled the soldiers, leave the turret and move 

to the armored carriage up ahead. Plant a stick of dynamite on 
the door, then ignite it with @/@ and stand back — or, alternatively. 
shoot it from a safe distance. After looting the armored carriage, jump 
off the train before it falls from the bridge that you blew up earlier in 
the story. 
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Get to the top of the lighthouse via the ladder, the stairs that follow, 
and a second ladder inside the tower. Your task is now to cover Sadie 


with your sniper rifle. She moves quickly, so you might lose her on a 


first attempt. Use the accompanying screenshot as a reference to get 
a sense of the path she follows from her initial position to the building 
where Abigail is held captive 


From Sadie's starting location, look a few steps to the right and pick 
off one of the two men to initiate the shootout. From here onward, 
you need to clear the way for her. If you struggle to spot the ene 
attacking her, pay attention to the direction of Sadie's shots, and 
look for the telltale sign of gun smoke that might help to you identify 
assailants. You have plenty of ammunition, so don’t feel that you 
need to hold back. Pay special attention to the snipers positioned on 
balconies, as they can be a little tricky to locate. 


nies 


Back on the main street, eliminate all the enemies from your 

starting cover position, then run to the pier. Many more 
Pinkertons will attack you on the way: whenever you identify the red 
dots on your radar, rush to cover and kill them with quick headshots 


Try to secure quick manual headshots if you can, but don't 
skimp on Dead Eye: a full meter, utilized with precision, should be 
sufficient to deal with all of them. After a brief halt at Butcher's Creek, 
resume your journey to find Dutch. 


After the cutscene at Beaver Hollow, the Pinkertons come for 

the gang once again. Remain in your starting cover position and 
fend them off as best as you can. When John invites you to retreat into 
the cave, immediately go after him, Follow him through the tunnels, 
then up the assorted ladders, platforms and ledges leading to the exit 
at the top of the shaft 


During the mounted escape with John, focus on galloping at full 

speed rather than on fighting. If you're fast, your pursuers 
shouldn't pose a threat. Once you're back on foot, eliminate the 
Pinkertons at the top of the hill. You then have a choice to make: going 
back into the cave for the money (EZ), or helping John get to safety 
(ED), causing you to lose or gain 10 points of honor respectively. This is 
very significant branch in the story, with one of two different finales 
playing out in accordance with your choice. 


If you opt to go back for the money, return to Beaver Hollow. You 

will have limited equipment at your disposal as you face hordes 
of Pinkertons. Proceed cautiously to the waypoint, eliminating the 
targets directly in your path and ignoring the others. Feel free to pick 
up weapons from your victims if they represent an upgrade. Head back 
inside the cave and grab the chest in the highlighted area, then retrace 
your steps back outside. 


If you decide to help John, follow him up the cliffs without 
worrying about the shots fired from afar. Once you reach high 
ground, fend off the Pinkertons until Micah arrives. 


When Micah assaults you, a melee fight begins. He is, as you 

might expect, a decidedly vicious opponent. Avoid attacking him 
first: let him take the initiative, then block and immediately counter 
with а single blow. Don't push your luck with additional hits, and 
repeat the strategy until a cutscene is triggered. The cinematic 
showdown that follows plays out in accordance with the decision you 
made earlier in the mission, 
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| 
Before you embark on “Our Best Sel sure you are ur current рис سے‎ =] t 
and are happy to press on with the final stages of the story. It is a point of no return, of sorts > 
. ach, ыча Get seven headshots while covering Sadie from the || | EXPLORATION 
as this is your last opportunity to complete a handful of time-sensitive optional side-stories — [cont 
lighthouse ATLAS 
all of which have been covered in our walkthrough for Chapter 6 so far. If you need to check ная ТОРТ 
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iet od Pert niece pem ni ter Sadie is captured, reach Abigail and Sadie WEAPONS 
within one minute Vea 
A “ Z Finish with at least 70% accuracy 
Our Be is played Баска ith the two missions that follow. You will, of i " 
k Complete the mission without consuming any | Bermas 
course, regain the ability to roam at your leisure once they have been completed. 
health items BE 
This set of challenges requires a high level of | 
efficiency. Dead Eye makes it far easier to secure THE STORY 
headshots while covering Sadie from the lighthouse. | | SO FAR 
When you need to reach Sadie and Abigail within | STRUCTURE 
one minute, quick kills are vital; you could even Sr 
consider sprinting straight to your objective, ignoring. | 
foes unless they're directly in your way CHAPTER 2 
| | CHAPTER a 
| CHAPTER a 
An automatic Dead Eye moment begins when you enter the highlighted | s 
building: tag the heads of both targets and fire. Repeatedly tap ©/@ | CHAPTER'S 
in the scene that follows when the onscreen prompt appears. ? 
EPILOGUE | 
Many enemies will come after you during the mounted escape + 
EPILOGUE 2 


EPILOGUE — PART 1: PRONGHORN RANCH 


STRANGERS 
m ж A Better World, A New Friend 

Red Deed (page 212) 

аш BOUNTY HUNTING 


* Esteban Cortez (page 185] 
* Joaquin Arroyo (page 185) 


FARMING, FOR 
BEGINNERS 
(page 117) 
B SIMPLE 
PLEASURES AND 


OLD HABITS 


(page 118) 


FATHERHOOD, 
FOR BEGINNERS 
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PRIMER 
THE STORY b FAR MISSIONS. 
| BXPLoRATION 
КЕ 
With the Pinkertons hot оп their trail, the Van der Linde gang were desperate to make one last robbery: something osa 
big enough that they could retire and live away from the so-called civilized world. To engineer a scheme, Dutch WEAPONS 
struck up an association with a tribe of local Native Americans — and his machinations brought them naught but к 
death and pain. The gang seized on this distraction to successfully rob a train transporting military payrolls, but | 
the human cost was too much for the likes of Arthur and John. ZA 
INDEX 
And then, as the Van der Linde gang tore themselves apart from the inside, the Pinkertons arrived to take them 
down for good. 
| тне stony 
50 FAR 
STRUCTURE 
CHAPTER | 
CHAPTER 2 
CHAPTER 3 
CHAPTER 4 
BOUNTY HUNTING c dst 
* Anthony Foreman (page 185) 
* Otis Skinner (page 185) CHARTERS! 
x Elias Green (page 185) $ EPILOGUE I 
EPILOGUE 2 


FATHERHOOD, GAINFUL 
FOR IDIOTS EMPLOYMENT 
(pago 120) (page 121) 


MOTHERHOOD 


(page 120) 


JIM MILTON 
RIDES, AGAIN? 
(pago 119) 


THE LANDOWNING 
CLASSES 
ge 121) 


EPILOGUE — PART 2 


STRANGERS 
* The American Inferno, 
Burnt Out (Page 181) 


HOME OF THE 
GENTRY? 
(page 121) 


us 


* THE WHEEL * 


Medal | x Reach Pronghorn without dropping any supplies 
Goals | * Reclaim the wagon within one minute 


The hardest challenge here is actually to reach 
Pronghorn without dropping any supplies. This 

Notes | requires you to drive very cautiously. Moderate 
your pace at all times, and slow down for every 
possible hazard. 


This mission begins automatically after the conclusion of the 
last. When it starts, your first task is to drive the wagon to 
Strawberry 


Pull up just before the bridge and head inside the general store 

to speak to the shopkeeper. After the conversation ends, go to 
the doctor's office across the river to meet with Abigail. You can now 
return to the wagon and drive it to Pronghorn Ranch. 


After the cutscene, mount the horse in front of you and chase the 
wagon stolen by the Laramie Outlaws. You can stop it either by cutting 
in front of it to block its path, or by jumping to it from horseback. When 
the dust settles, drive it back to the ranch. 


БЕШП 


® * SIMPLE PLEASURES * 


Medal | * While milking, fill a bucket within 10 seconds 
Goals | * Finish within five minutes 15 seconds 


The first goal here involves maintaining a good 
Notes | rhythm while milking the cow, alternately tilting 
each stick downward in sequence. 


Speak to Mr Geddes, then follow Abe around the ranch until you 
reach the cow. 


Your task here is to milk the cow by alternately tilting © and @ 
downward 


Next, you need to clean the stable stalls. To do so, pick up the nearby 
pitchfork by holding @ /@. With this in hand, press @/€ to scoop 
manure, Press the button again when you are near the wheelbarrow to 
drop it off. Return the pitchfork when you're done, then head back to 
the house to speak with Abigail 


You will find Tom Dickens at the south edge of the ranch. To 

repair the fence, you first need to pound in the post by pressing 
/Q multiple times. Position each гай at the appropriate height with 
hen move it into the notches with 66/Q. 


* Fix the first section of fence within one minute 
30 seconds 
ж Avoid being hit by the bull 


Medal 
Goals 


When the bull charges you, make sure that you 
Notes escape to a safe spot that the animal cannot reach. 
An attempt to simply outrun it is doomed to failure. 


When you are called, walk to the nearby corral. Run toward the bull 
and try to lasso it, The bull will resist your initial attempts and charge 
you — be sure to take refuge at this point — but persevere and you can 
eventually calm it with @ /@. With your lasso in place around its neck 
as you continue to hold (L2)/]9.. walk slowly to it, reassuring the animal 
as often as the onscreen prompt appears. 
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(0) * FATHERHOOD, FOR BEGINNERS * 


L = m m m m m 


Tire out Jeremiah within 45 seconds 

Medal | * Feed Jeremiah a treat 

Goals | ж Teach Jack to ride without his horse bucking him off 
Win the race back to Pronghorn Ranch 


The fastest way to tire Jeremiah out is by making 
him jump repeatedly (©) /€9). When his stamina 
meter is empty, gallop at full speed to deplete the 
attribute core. You can feed the horse a treat after 
calming him at the stable, but must do so before 
you enter the corral where Duncan awaits. During 
the later lesson, make sure that Jack's horse 
travels at a gait no faster than a canter. 


Notes 


You will find David Geddes at the back of the farm. 


‘Abe will show you where to find David's son, Duncan, who needs 
help with a nervous horse called Jeremiah. Focus the animal by 
holding (12/19), then press @/€ when prompted to calm him. 


Once the horse has relaxed, mount him and gallop at full speed 

in the nearby fields, repeatedly pressing 60 /Q until its stamina 
meter is fully depleted. Making Jeremiah jump is also very effective 
Once the horse is tired out, ride into the corral where Duncan awaits 


When Mrs Geddes asks for your help to foal a mare, follow her 

to the nearby stall. You first need to find the foal's legs by 
rotating ©. Your controller vibrations will intensify when you are close 
to the correct position. Once you have them, tilt (8 and repeatedly tap 
® /® to pull. 


Return to your house to speak with Abigail. Back outside with Jack, 
mount up and teach him how to ride. During the journey, you can tell 
him to go faster or slower by holding (E2) /IB and then pressing @/@ 
or ©/© respectively. Do not exceed a simple canter though: at full 
gallop, Jack may fall. Once you reach the stream, a race begins: gallop 
back to the ranch at full speed if you want to beat Jack to complete 
the related medal goal. 


* OLD HABITS * 


Ü SA 


Medal | * Defeat the Laramie without taking a hit 
|| Goals | Defeat the Laramie within 25 seconds 


Notes | Focus on defense then launch withering counters. 


This mission launches automatically once the two previous missions 
have been completed. All you have to do is investigate the disturbance, 
then defeat the Laramie causing it in a fist fight. For optimal results, 
let him attack first: block his punches, then counter with blows of your 
‘own — and repeat. 


(05) * JIM MILTON RIDES, AGAIN? * 


1 


Get 10 kills while dual-wielding sidearms 

Medal | * Get 15 headshots 

Goals | * Complete the mission without consuming any 
health items 


To make the most of your dual-wielded sidearms, 
move to cover positions that are relatively close to 
your enemies. Brief bursts of Dead Eye can help 
when aiming at distant or moving targets 


Notes 


David Geddes is found with his wife at the stable's entrance. 
After the cutscene, run to the stalls and beat up the two thugs 
attacking Tom Dickens. You face two opponents simultaneously in this 


brawl, so proceed with caution: block each incoming punch and reply 
with a brief counter, then repeat. After retrieving your weapons, mount. 
up and ride to Hanging Dog Ranch. 


No matter what you say to the Laramies, a massive shootout begins 
shortly after you arrive, Sprint to get behind something immediately. 
Once in position, proceed as usual: jump out and take a shot (preferably 
to the head by flicking @), before immediately returning to cover. 
Repeat this until no more targets remain in sight, then push forward 
to а new cover spot. Pay special attention to the snipers in elevated 
positions, most notably the one on the tower and another on the barn's 
upper floor. After the ranch is clear of all enemies, you have ane final 
foe to face inside the barn. Break free by repeatedly pressing ©/©. 
then defeat him in a fist fight and finish him aff, Return to Pronghorn 
when you're done to complete the mission. 
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Head back to your house to meet Abigail, then drive the wagon 
to Strawberry. 


Park the wagon near the post office, then head inside to collect 
your mail, On the way back, you can tell Jack to go faster or 
slower with © /© or ©/Q respectively. 


Kill all three enemies in Dead Eye 
After the confrontation, return to Pronghorn Ranch 
within one minute 30 seconds 


Make sure your Dead Eye meter is at least partly 
full prior to the ambush. This will enable you to 
kill the targets immediately. Gallop at all times 

Notes | апд broadly follow the suggested path to return 
to the ranch on time, though you should try to cut 
every corner, especially the hairpin bend at the 
beginning, to save precious seconds. 


When you are ambushed by three men, a shootout is unavoidable no 
matter how hard you try to defuse the situation. Talking enables you 
to stall a little, though — which will enable you to use a tonic to refill 
your Dead Eye meter if it is empty. The optimal way to proceed here is 
to draw your weapon and immediately trigger Dead Eye. Paint all three 
heads with (R3) / before firing to kill your assailants instantly. After 
the ambush, drive back to Pronghorn. 


“Motherhood” begins automatically on completion of the 
previous mission. Follow Abe and greet the clerk to obtain a 
telegram, then head to the cabin. 


After the cutscene, you can choose from one of the three types 

of chores you have been introduced to. Complete whichever you 
prefer, following the onscreen instructions if required. Head to the 
Geddes household when you're dane 
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RED DEAD 
REDEMPTION. 


* GAINFUL EMPLOYMENT * 


Meet Sadie inside the Valentine saloon, then ride with her. 


Once in Strawberry, question people around town to find out the 
location of Nathan Kirk. The Welcome Center is where you will get your 
best tip: the hotel owner will reveal that your target is in room three 
upstairs. When you go through the door, Kirk escapes via the window. 
Follow him, drop down to the ground and mount up. 


a EL 
| 
= = S zii 
After arriving in Strawberry locate the bounty EXPLORATION 
within 30 seconds ATLAS 
After mounting your horse, catch and hogtie the | 
WEAPONS 
bounty within one minute 15 seconds | 
|| | res 
Run straight to the Welcome Center in Strawbery, || | pernas 
then cut corners as you exit the ravine during the. 
chase to meet the time requirements. ||| = 
Note that this mission can be played either at the | we story 
end of Epilogue — Part 1, or at the beginning of 50 FAR 
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EPILOGUE 2 


As you give chase, remember that you need to capture the man alive, so. 
keep your weapons holstered. Gallop at full speed, tapping 60/Q in a 
rhythm that matches your mount's gallop to save stamina. The red icon on 
your radar enables you to keep track of Kirk's movements: use this to cut 
corners whenever possible (for example, by turning right as you exit the 
small ravine) until you catch up with him. You will need to ride around or 
jump over the sheep along the way after the fugitive fires a shot to panic 
and disperse a nearby flock. When you catch up, immobilize Kirk with 
your lasso, hogtie him, then stow him on Sadie's horse to end the mission. 


Finish within two minutes 30 seconds | 


When returning from the bank with Uncle, make Ц 
Notes | a beeline for Beecher's Hope without paying 
attention to the suggested path. 


Ansel Atherton awaits inside his office at the Blackwater bank. 


After the discussion ends, head west to Beecher's Hope to confront 
the squatters occupying the land. You have two main options here: 
give them 10 dollars to make them leave (and gain honor), or kill them. 
Should you opt for the latter, you can easily eliminate them with Dead 
Eye before they can draw their weapons. 


After the cutscene at the bank, return to Beecher's Hope with 
Unde. 


THE STORY 50 FAR 


In an effort to give Abigail the life she always wanted, it seemed no great hardship to take gainful employment 
at Pronghorn Ranch. But as much as you tried to put the past behind, old failings and familiar faces conspired to 
drive her away. To convince her to give you another chance, you decided to buy a farm of your own — a small piece 
of land west of Blackwater called Beecher's Hope. 


EPILOGUE — PART 2: BEECHER 5 HOPE 


SPECIAL CHARACTERS. 
* Chelonian Master (page 231) 
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* BARE KNUCKLE FRIENDSHIPS * 


DTT ER 


Atter arriving in Saint Denis, find Charles within 
one minute 50 seconds 
Kill all of Guido Martelli men within 10 seconds 


Gallop at full speed to the saloon and question 

the bartender, then immediately ride to Saint 
Saturnines to make it on time. Killing the four 
assailants quickly is easy with Dead Eye headshots. 


Speak to Uncle at Beecher's Hope. In Saint Denis, your objective is to 
find Charles. You will get information on his whereabouts by speaking 


to the saloon’s bartender or the local fence. Both will direct you to Sa 
Saturnines, a short distance to the north 


nt 


Ünce at Saint Saturnines, bet on Charles to make some easy 
money. After the fight, follow him 


During the ambush at the docks, stay in your initial cover position and 
take out the four aggressors with headshots, then get on the wagon. 
Trigger Dead Eye if you want to make short work of your foes to 
complete the medal goal. 


Make sure you don't draw the law's attention as you escape 
Saint Denis. All you have to do here is to keep a low profile while 
Charles is driving, 
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Meet up with Sadie inside the Blackwater saloon, then follow 
her on horseback. 


Once on the hill overlooking Armadillo, equip your binoculars to 

survey the land between your position and the town. Mount 
back up after you have spotted your targets and ride with Sadie again. 
She will soon ask you what strategy to use to retrieve the bounty. You 
have three options that all lead to the same general outcome — a 
massive shootout — but you can influence how the battle begins. You 
сап opt between sneaking down to pick off enemies one by one (ED). 
or shoot the gang from your current position (ET). The third option of 
threatening the gang leads to the same result as opening fire — but 
completely removes the element of surprise that you might otherwise 
have enjoyed. 


The stealth scenario enables you to kill up to four enemies unnoticed 
before the actual shootout begins. Follow Sadie down the canyon and 
coordinate with her to take out the first pair of guards with a throwing 
knife. Sadie will deal with the next man by the bridge. Now crouch-walk 
on the bridge until you're within range to dispatch the fourth target 
with another throwing knife. At this point, the alarm is raised no matter 
what you do; a fierce battle ensues. 


After choosing your approach, escape with Shane 
Finley within five minutes | 
Kill all of Langton's men during the horseback 
escape 

Finish with at least 70% accuracy 

Complete the mission without consuming any 


health items Ji 


From the moment you choose a strategy with Sadie | 
at the top of the canyon, the first goal requires 
you to defeat all enemies in the area and stow 
the bounty on the horse within five minutes. To 
achieve this, opt for a frontal attack, all guns 
blazing, and rely heavily on the "lock on / fick 
Notes А 

© / headshot" technique as you move down the | 
sloped path, sprinting from cover to cover, You have | 
no time limit to worry about during the mounted — | 
canyon escape — so advance slowly, taking care 
to eliminate all foes, Monitor your radar to ensure | 
that you leave no one alive 

2) 


Shooting the gang from your current position has two upsides 

you get to pick off your first target for free, and your elevated 
position means that you can snipe several others without needing to 
worry too much about retur fire. Once you have cleared all available. 
targets, go down the canyon with Sadie to begin the real shootout. 


The shootout in the canyon is a rather dangerous sequence — chiefly 
because the area offers few cover positions, and your foes are numerous, 
Advance slowly, methodically eliminating all enemies within range, but 
prioritize the snipers standing on the ridgeline: these will pose a grave 
danger if left unchecked. Avoid lingering in the open at all costs. 


As you progress down the canyon and eliminate most foes in the 

top section, reinforcements will arrive from the bottom, some on 
horseback. Stay in cover behind a rock, taking care to ensure that no 
one can get behind your position or flank you. Once most of your 
adversaries have fallen, press forward and deal with those that remain 
at the bottom of the canyon. 


Pick up the bounty and stow him on a horse. As you attempt to 

leave the canyon, multiple mounted enemies and snipers will 
ambush you. Feel free to gallop at full speed to shorten the confrontation, 
If you aim for a gold medal, though, you will need to do the exact 
opposite: ride slowly and take them all out methodically. Finally, ride 
back with Sadie to Blackwater and drop the bounty in the cell at the 
sheriff's office. 
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W * HOME IMPROVEMENT FOR BEGINNERS * 


Medal 
| Finish within 18 seconds 

Goal: 
| Pull the reins with due vigor as soon as the 
| Notes | introductory cutscene ends to complete this 


objective. 


Speak to Uncle, who can be found beside the campfire at 
Beecher's Hope. After the cutscene, lean back by tilting © 
downward, and simultaneously tap ®/@ repeatedly to pull the reins. 


You will find Albert Cakes in Blackwater's lumberyard. After the 
cutscene, follow Charles to Manzanita Post. 


An ambush takes place on your way back to Beecher's Hope. Stay 
in your initial cover position at first, eliminating all enemies in front 
of you with headshots. After you thin their ranks, transition to cover 
behind the nearby wagon on your right. Be especially mindful of the 
machete wielders that can sprint toward you or your allies: if they get 
within melee range, they can kill their victim instantly Try to dispatch 
them by flicking © as you lock on to secure an instant headshot during 
their approach. If they're too close for that, consider shooting from 
the hip without aiming. Should one grab you, tap ©/© rapidly as 
a last resort. 


adshot all Skinner Broth 
d Mr We 


s hiding up in the trees 
me within two minutes 15 seconds 


Medal | $ f 
Goals | * Complete the mission using only sidearms 
| ж Complete the mission without consuming any 
| health items 
| 
The countdown to find Mr Wayne begins after the 
| tool boxis stolen. Given the number of enemies in 
your way including the two men hiding in the trees 
at the clearing) and the accompanying constraint 
| Notes ушы 


of using sidearms only, you will need а near-perfect 
mastery of the "lock on / flick © / headshot 
technique to succeed. Dual-wielding will also be of 
| great benefit 


After you repel the initial wave, more Skinners appear — and one of 
them will steal your tool box. As you go after them, you will soon 
reach a clearing where a new shootout takes place. Seek cover behind 
the uprooted tree and defeat your enemies as usual, paying special 
attention to the two that are hiding in trees. As before, do not let the 
assailants wielding machetes get close to you or Charles. 


There are many more foes to deal with, including those with 

machetes. Take cover behind trees and prioritize the latter, then 
finish off the rest. When the last adversary falls, head to the highlighted 
area to find the tool box on the ground, next to Mr Wayne's body. After 
retrieving what you came for, return to the wagon and head back to 
Beecher's Hope. 
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on, triggered by speaking to Uncle at Beecher's Hope, 
is best enjoyed without any guidance. 


| 
Medal 


rhythm that corresponds with your character s arm 
ady to comply with button prompts whenever 


Hammer the nails in with at least 80% accuracy 

|| Goals | * Finish within three minutes 35 seconds | 

|| 

| | 
To succeed with the first challenge, you need | 
to press ©©/Q as if you are initiating each | 
hammering motion. After a few "cycles" you | 

| Notes | Should get the hang of it, pressing the button ina 


® * A QUICK FAVOR FOR AN OLD FRIEND * 


Force Cortez's men to flee from Rhodes within 
30 seconds 

Get four hip fire kills | 
Get five headshots while covering Sadie with a long 
scoped rifle 

Complete the mission without consuming any 
health items 


You can take care of the first two obje 
simultaneously by adopting a very aggressive strategy 
once the shootout in the sheriff s office begins. Barge 
through the door and trigger Dead Eye to take down 
multiple enemies instantly. Follow this up by shooting 

Notes | гот the hip with a powerful weapon to kill any 
four foes that are still alive, then deal with survivors | 
however you see fit. Securing headshots with a long 
scoped rifle while defending Sadie should then be — | 
child's play for capable snipers. If you struggle, brief 
bursts of Dead Eye can greatly ease the process. 


You will find Uncle sleeping at the foot of a tree. Mount up and 
follow him to Blackwater. 


Once at the lumberyard, speak to the owner, Albert Cakes. After 
the cutscene, ride with Sadie to Painted Sky. 


Investigate the barn to initiate а fist fight with Ramón Cortez. As 
ever, let him attack first, block, tí launch a counter. 


When you get to Rhodes, pick up the bounty and drop him in the. 

cell at the sheriff's office. After the cutscene, a shootout begins 
You can take out several men from your initial cover position by the 
door; activating Dead Eye works well here, as the thugs are 
ch other. Once you run out of targets, step outside and deal with the 
m the street. After the cutscene, mount up and ride with Sadie, 


e to 


Once at Dewberry Creek, cover Sadie using your sniper rifle. At first the 
enemies will be close to her position, which makes it easy to identify 
and with them. After à while, though, assailants will open fire 
from further away. If you struggle to locate them, observe Sadie: you 
can trace incoming shots back to the individuals responsible and deal 
with them accordingly. 


When Sadie calls you, join her at the campfire and take cover by 

the wooden pillars beneath the railway bridge as you eliminate 
all the enemies on the other side. You can continue using the sniper 
rifle here, or switch to another weapon if you would prefer to benefit 
from the lock-on system. Push forward and kill all foes on the way until 
you arrive at the beach. Take cover behind the rocks as you clear out 
the last few opponents. 


With all foes dead, you can now aim at Cortez's boat to threaten 
him and make him turn around. A final wave of enemies will 
attack you after the cutscene; you can dispatch them all from your 
initial cover position. When the battle ends, pick up Cortez and stow 
him on a horse, then deliver him back to the sheriff's office in Rhodes 
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Walk to Uncle outside the new barn at Beecher's Hope, After. 
the cutscene, follow Charles on horseback to Tall Trees. 


Leave your horse in the designated area and walk with Charles 
When you run into a pair of Skinner lookouts, take one out with 
your bow; your companion will deal with the second. 


Charles will soon scout an incoming patrol of three Skinners. Feel 
free to kill them if you wish (bow headshots are required to comple 
medal goal), though allowing them to pass is a perfectly valid 
alternative. A little later, quietly follow the wagon that arrives. When 
its driver stops to attend to the body that was being dragged in its 
wake, dispatch him with an arrow. 


Climb on the highlighted boulder and equip your binoculars to survey 
the camp. Look toward the campfire to identify Uncle in a precarious 
position. 


After the cutscene, an automatic Dead Eye moment is triggered. 
You do not control the aiming here: just press RA /@ when the 
reticle is aligned with the head of the Skinner attacking Charles. 


Get five headshots using the bow 
After freeing Uncle, return to Beecher’s Hope 
Medal | within three minutes 10 seconds 
Goals | * Finish with at least 80% accuracy 
Complete the mission without consuming any 
health items. 


You can fulfil he first objective by using the 
bow to kill one of the two lookouts, then the 
three men patrolling in the forest, and finally 

the wagon driver. This leaves you free to equip. 
firearms during the main shootout. The remaining 
objectives demand ruthless efficiency as you 
eliminate targets, especially during the escape 
sequence to ensure that Charles has no call to 
stop walking. Mount up and leave as soon as you 
ch the horses. 


Notes 


Run down to the camp's entrance and take cover by the closest 

tent or solid object before you start eliminating the Skinners. 
Push forward when you run out of targets, using the radar to identify 
the positions of your foes. Once you have cleared the camp of all 
hostiles, cut Uncle free. 


| During your escape, multiple waves of enemies will attack you as Charles 
carries Uncle. Your objective is to protect those two, so stay a few steps 
ahead and be swift to kill all threats with headshots, flicking @ every 
| time you lock on. Look out for machete wielders in particular. There are 
many cover points you can use along the way, including crates, barrels 
and rocks. As soon as you reach the horses, mount up and flee. After you 
deal with a handful of additional enemies during the escape, the rest of 
the journey back to Beecher's Hope should be entirely uneventful 
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_ m m Z m — РЕС | 
| 
| 

Medal | * Catch a fish | 
Goals | * Finish within five minutes 20 seconds 

Hold ®@/@ to walk quickly to the river. This will | 

Notes | save precious time and help you to complete the || 

second requirement. | 

J] 


» _ | PRIMER 
You will find Jack reading a book under a tree outside your | expLonarion 
house at Beecher's Hope. Walk to the river with him. 

ATLAS 


At the fishing spot, employ the usual commands (or follow the | WEAPONS 
onscreen instructions) to catch a fish. When Jack starts 
worrying about Rufus, put your rod away and search for the dog. 
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Abigail awaits inside the house at Beecher's Hope. After the 
cutscene, mount up and follow Sadie into Tall Trees. 


After her brief halt at a small campsite, stay with Sadie as you close 
in on the bounty. When she loses the trail, activate Eagle Eye to reveal 
the footprints and press RD / RB to focus on them. Continue until you 
reach a small cabin. 


* A REALLY BIG BASTARD * 


Shoot the bear four times as it charges 


Medal | „ Headshot both rival bounty hunters in Dead Eye | 
Goals 
Finish within seven minutes 15 seconds | 
When you reach the small campsite, don't 
dismount; instead head toward the cabin to save 
time. The automatic Dead Eye moment makes it 
| Notes | сау to shoot the bear four times as it charges, 
| After the animal f ore your Dead Eye meter 
with a tonic to prepare for the confrontation on 
| your way back to Blackwater 


When the bear charges, fire at it multiple times during the 
automatic Dead Eye moment, though you should not expect to 
kill it. During the ensuing struggle, mash ©) /® to break free. 


You now need to escort Sadie back to the Blackwater sheriff. As soon 
as you run into two riders who talk with Sadie, feel free to open fire in 
advance — they will attack no matter what. If your meter allows for it, 
dispatch them with Dead Eye headshots to complete a medal goal. The 
mission ends when you reach the sheriff's office. 


Head to your house at Beecher's Hope where Abigail awaits. 
Get on the wagon and drive to Blackwater. 


Medal 
Finish within seven minutes 30 seconds 

Goals 
Use every opportunity to save time by galloping 
walking, and rowing straight to your next 

Notes n ңиш ый 


destination, and this should be a very easy gold 
medal 


Once you have parked the wagon at the designated spot, go the 
photo studio and select a backdrop, then have your photo taken. 


Next, take Abigail to the Imperial Theatre across the street. 


Finally, head to the nearby shore and row out onto the lake. Be 
ready to follow the onscreen prompts when they appear. 


Join Abigail in the living room at Beecher's Hope, then follow Sadie to 
Strawberry. On arrival, cross the bridge to find Cleet, then chase him 
as soon as he starts running, 


After Sadie catches Cleet, beat him then drag him to the gallows 

and tie the noose around his neck. Follow the onscreen prompt. | 
to threaten Cleet by moving the lever. It is then up to you to decide 
whether to hang or spare him — though the latter option will reward 
you with honor. Whatever your choice may be, mount up afterwards 
and ride with your companions towards Mount Hagen 


Help Sadie catch Cleet within 35 seconds 
Headshot the sniper who shoots Charles 
Finish with at least 85% accuracy 

Complete the mission without consuming any 
| health items 


To catch Cleet within 35 seconds, you need 
to cross the bridge as soon as you arrive in 
Strawberry to trigger the chase immediately. Our 
Notes | — walkthrough will help you to complete the other 
objectives, though you will need a high level of 


shooting expertise to meet the 85% accuracy 
requirement. 


front of you. Your objective here is to kill the sniper. To do so, 

either pick him off using a scoped rifle from your starting position 
or dash from cover to cover until you are within range to shoot back. 
You'll need to score a headshot if you are trying to secure the related 
medal goal: activating Dead Eye can really help here. After checking on 
Charles, run up the hill with Sadie. 
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As you ascend, multiple thugs will attack, including а few snipers: 
deal with the latter quickly. Advance cautiously, sprinting from cover 
to cover and eliminating all targets in sight before you move on. Don't 
forget to manage your attribute cores throughout this entire sequence: 
topping up your health core, in particular, will help you to heal between 
each confrontation. 


After the cutscene at the top of the hill, you immediately face 
three men that you can eliminate as you please. Keep pushing forward, 
dispatching all foes that you encounter as quickly as possible, You 
have very few cover points in this area, so it's critical to employ the 
lock on / flick © / headshot” technique to kill opponents rapidly. 


After you pass through the narrow rocky section and kill the 
enemies on the other side, be ready to turn around and take cover 
against the nearby rock: multiple foes are just about to attack you 
from behind. Defeat them one by one, including those positioned 
on the cliff 


As you run up the next steep hill, three thugs will appear at 

the top. You have no cover available, so eliminate them 
rapidly with chained headshots or Dead Eye. You will find a second 
campsite at the top. Sprint to cover and dispatch the men in the 
area; they tend to pop out unexpectedly, so stay on your guard. 
Health management is of paramount importance here, so take the 
time to replenish your core if required to ensure a maximum recovery 
rate. A few opponents will attack as you approach each of the four 
highlighted zones. 


You will eventually encounter Micah after searching the final marked 
area, outside a mountain hut. A vicious duel soon begins, and your foe 
is formidable: he fires quickly and is prompt to return to cover, leaving 
you with no real window of opportunity to hit him. A conventional fight 
is therefore not a realistic option — so use your wits instead. If you look 
up. above Micah's cover position, you will see а lantern: shoot it to 


|| cause а fire. This will force Micah to transition from his hiding place to 


the nearby wood store shed. Be patient, fire a few shots between his 
volleys, and he will soon move behind the outhouse ~ at which point, 
victory is yours. 


The events that follow are best experienced without any form of 
guidance. 


The sto told, but the game is far from over. After 
the cl dits, play resumes at Beecher's Hope. 

turn your attention to the in 
that still remain, including stranger m 
robberies, challenges, and so much more. 


variety of activities 
ошту hunting, 


If you need any assistance as portunities, or 
are striving to reach total completion, our guidance continues 
in the Exploration chapter that lies just over the page. 
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EXPLORATION 


EXPLORATION 


This chapter 0 comprehensive presentation of optional endeavors, activities, 
recae es encounter on your travels through the world of 
Red Dead Redemption 2. 


INTRODUCTION 


Red Dead Redemption 2 will never leave you at a loose end with nothing to 
do. This is a game where you could happily spend hours upon hours simply 
moving from one place to another just to marvel at vistas, or peer at fine 
details — but when you can tear yourself away from the sights, sounds and 
sheer atmosphere, there are countless activities to get involved with. 


This chapter is first and foremost a guide to all pursuits, additional 
stories and miscellaneous activities that you might want to experience, | 


butit also offers a more in-depth look at core systems (such as attributes 
and underlying mechanics) that will help you to better understand and 
enjoy the game. It is also, by necessity, rather extensive. If you would 
like to jump straight to a particular section of interest, be sure to use 
the Index Tab on the right-hand side of each double-page spread to 
quickly flick through to the information that you seek. 


HORSES 


con one | 


© | American Standardbred 
Morgan 

Nokota 

Kentucky Saddler 


American Paint 


Appaloosa. 
Tennessee Walker 
American Thoroughbred 


Mustang 


Hungarian Half-Bred. 


Arabian — White Coat 


© | Mustang = Tiger Striped Bay Coat 


Horses are the most convenient way to travel through the vast expans 
of Red Dead Redemption Z's world, but they also serve as mobile 
inventories, and a means to convey heavy objects (such as captives, 
animal carcasses, and so forth) to destinations in a timely fashion. 


The three main ways to acquire a new mount are as follows: 


* In the wild: You will regularly run into wild horses that you can tame. 


* Ambient: You will also regularly find horses that have been hitched 
by their owners, particularly in towns, You are free to steal them, 
though you should be wary of witnesses. Along the same lines, you 
can cut horses free from wagons to make them yours | 


* Stables: Finally, you can buy new mounts at stables. 


A horse will only truly become your main mount if you put your saddle 
on it — a feature unlocked after you complete the “Exit Pursued by a 


Bruised Ego" story mission (see page 46). To do so, approach your 
intended mount with a saddle in hand and hold ©. You can only have 
one saddle, and therefore one main horse, at a time. To remove your 
saddle from your current horse, focus on it (hold 2/19) then hold € 


* WILD HORSES * 


Capturing and taming wild horses is a free method of acquiring new 
mounts. Many breeds are available in the wildemess — as revealed 
‘on the map above. Keep in mind that this shows general habitats: you 
may need to look around a little to find the species you're after in each 
territory. 


To break a horse, you first need to approach it while locked on 
lasso it, or walk as slowly as you can and take every opportunity to 
calm it with @/@. Once in close proximity, you can mount it by 
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holding ©)/© to initiate a rodeo sequence. Your goal here is to stay on | 


the horse's back by tilting © in the opposite direction to where it pulls. 
If you manage to stop it from bucking you off, ride it for a while and pat 
by pressing ©/qf. it will soon be tamed and become a “temporary 
horse”; to claim it as your primary horse, you'll then need to equip it 
with your saddle. 


There are three extremely rare types of wild horses in the game: 


ж Two of these are shown on the map: the white Arabian and the 
tiger-striped bay Mustang. 

* The third one is a splashed white American Paint. This specimen 
does not have a set location. Instead, it randomly spawns at 
ambient campfires around the world, where hostile campers await. 


* HORSE ATTRIBUTES * 


All mounts have four primary attributes: stamina, health, speed and 
acceleration. The first two stats regularly pop up during general play, 
while the speed and acceleration stats can be seen in the "info 
window when you study or focus on each animal, when you open 
the horse wheel, or when you visit stables. 


Stamina: The level of physical exertion your horse can endure, 
such as when galloping at full speed, swimming, or jumping. 


"7 
МОА Health: The amount of damage that your horse can sustain. 
Speed: Determines the top speed of a horse. 


Acceleration: Governs the rate at which a horse will accelerate 
from a stationary position to top speed. 


Each of these attributes starts at a default value. For example, a horse of 
the Morgan breed has initial parameters of 2, 3, 3, and 2 respectively 
all of which translate into segments (referred to as "tanks" in the 
corresponding meters. Horse attributes can be improved, and the 
respective meters extended, via the following methods. 


** Horse Equipment: Certain pieces of equipment can improve your 
horse's stats. Saddle and stirrup effects, for instance, add a hidden 
bonus that can be seen in the pause menu (Player > Horse > 
Tack), such as reducing the drain rate of cores and increasing the 
recovery rate of meters. 

* Bonding: Your horse will receive опе additional stamina tank and 
health tank when your bond with it levels up (see page 140). 


There are a few extra features worth mentioning here: 


* Horse attributes can be upgraded to a maximum of ten tanks per 
category 

* На horse's stamina core is fully depleted, its top speed will be 
reduced by a third. A similar penalty is applied when its health core 
is dangerously low. 

ж When a horse carries an additional human or a large animal, its 
top speed will be decreased; the stamina meter will also drain at 
ап accelerated rate while riding up slopes. 

* Both horse cores are fully restored when you sleep. Hitching a 
horse to posts and leading a horse will refill cores to 55% and 45% 
respectively. 

* A horse will become agitated if you push it to gallop at full speed | 
when its stamina meter is fully depleted. If you persist, it could 
buck you off. It may also become alarmed and dislodge you when 
a predator is nearby. 


* HORSE CATEGORIES * 


Horses belong to at least one of seven categories, each associated with 
a handling archetype. The base attributes of a horse depend on the 
category it belongs to. As a rule, riding horses have the lowest attributes, 
and superior horses the highest — though there are some variations. 


+ Riding: These horses are the most common in the world, and make 
up most of the ambient and wild population. They tend to have low 
attributes, 

+ Draft: Common horses that are generally seen pulling wagons and 
coaches. They are big and slow but have slightly higher stats than 
riding horses. 

+ Race: These horses have higher speed and acceleration, but lower 
stamina and health 

* War: These horses have higher health and stamina, but lower 
speed and acceleration. 

ж Work: These horses have higher stamina, average health and 
speed, but lower acceleration 

* Multi-Class: These are a combination of two classes. They tend to 
be rarer and more expensive, but offer above-average attributes 

* Superior: Though rare and expensive, these horses can possess 
exceptional attributes. 


* ADDITIONAL ATTRIBUTES * 


HANDLING 
Handling is an attribute that determines the "feel" of a horse and how 
it reacts to your commands. A horse's handling archetype depends on 
the category it belongs to, as shown in the following table. Generally 
speaking, the further you go down this list, the more reactive and agile 
your horse will feel 


HANDLING ARCHETYPES 

КОП HORSE CATE 

||. Heavy — | Draft horses ч | 

[Standard | Riding. war. work, and multi-class horses m 
Race — | Race horses 3i 
Elite | Superior horses | 


HORSE WEIGHT 

The weight of your horse is determined by how often you feed it. This 
parameter has a range of 0 (corresponding to an emaciated condition) to 
100 (relative obesity). By default, your horse can be deemed to be fully 
“fit” when its weight rests at 50. Calories that it gains when you feed 
it increase the weight value; extended periods without sustenance will 
cause it to decrease, Calorie values are listed in our Items chapter: see 
page 310. 


An overweight or malnourished horse will experience a small reduction in 
top speed, so take care not to neglect or over indulge your mount. 


CLEANLINESS 
As you ride your horse during your travels, it will gradually become dirty. 
Excessive grime, indicated by a red brush appearing in the health core 
icon, increases the meter drain speed by 25%. 


To clean your horse you will need to brush it. An alternative method is 
to ride it through a suitable body of water. 
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You can learn more about a horse by focusing on it while in close | Most cell headings in the fact sheets found here should be self- | MISSIONS 
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Either way, hold (R3) / EBD to study it; once the circular gauge is full, you | will cost to buy it from a stable. This total is also used to calculate the | 
can press the button again to show some of the animal's information. sale price. The proportion of the base value that you can obtain when | | шу 
selling а horse is determined by two factors: how you acquired your 600 wm [Hm ею [71 ню exo [ыш юш [ш | | WEAPONS 
In this section, we offer an exhaustive appraisal of all horses using | mount, and what your bonding level is T 
individual fact sheets, sorted by availability. | 
EXTRAS 
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Bonding represents the level of trust and 
understanding between you and your horse. 


There are four bonding levels beyond the initial 
state of unfamiliarity. These can be reached 
by accumulating bonding XP. Whenever you 
reach the next milestone, your bond with that 
horse will level up. The bonding XP required to. 
reach the next level depends on the combined 
value of a horse's primary attributes: stamina, 
health, speed and acceleration 


BONDING: XP-INDUCING ACTIONS 


CATEGORY ACTION 
Broaking Wild Horse 
Wild or Trust Earned 


Stolen Horse 
Equipping Saddle 
Patting 
Calming 
Applying Ointment 
When Dirty 
When Clean 


Reossuring 


Grooming. 


Feeding Treat 
Feeding | Feeding highly nutritious food 
Feeding nutritious food 


Walking/Trotting 
Gallop/Full Gallop 
Leading 


Movement 


Hitching 
Travelling | 
| Unloading 


GROUP 1 GROUP 2 GROUP 3 GROUP 4 
BOND LEVEL | grars 1-12) | (STATS: 19-16) | (STATS 720) | (STATS: 22-30) 
KO) Р x x 
< |? ow | o pow ОХР 

IE 
© | me ГАШ ДУ soxe 

| © |: 200 XP 250 xP 350 XP 
ONE 300 xP 450 XP soe | mw 
|a 400 xP 700 xP 1,000 xP 1,300 xP 
EM | 4 t 4 
Total Required | 1,050XP 1,450 XP 1,950 XP 2A50XP | 

j 


All purchased horses begin at bond level 1. Wild and stolen horses, on the other hand, 
level 0. You need to earn their trust by performing any of the XP-inducing actions listed in the 
table below until your bond with them reaches level 1: at this point, they become your temporary 
horse and will respond to your commands 


xP NOTES 
5 When you tame a wild horse 
15 Earned alter riding for a while 
Brings XP | No extra XP given beyond 50 
5 When the horse is calm; cooldown of 45 seconds 
15 When the horse is agitated 
5 
15 Dirt level between 10 and 100 
1 Dirt level between O and 9 | 
5 Any time 
15/571 | Benefit ot food is 50 core points or higher; 15,5, or 1 XP awarded depending on the 
condition of the relevant cores — 0-75, 76-85, or 86-100 respectively 
Бут | Benefit of tood is 25-49 core points: 5 or 1 ХР awarded depending on the condition of 


0-75 or 76-100 respectively 


IM burdened: 1 every 5 secs 


the relevant cores 
2 every 5 secs 
levory5 secs | Even when carrying a large load 
Zevery5 secs | Even when carrying a large load 


Only once per area and per 12 in-game hours; subsequent hitchings before the 
conditions are reset give 1 ХР 

The horse must have carried the load for at least two and а half in-game hours; below 
this, only 1XP is awarded 


As your bonding level with a horse grows 
BONDING PERKS PER LEVEL 


STAMINA | HEALTH | REVIVE WHISTLE | WHISTLE RESPONSE 
Bonome. METER METER TIME COMMAND UNLOCKED RANGE BAR 

Level 1 12 mins 185-205m 4 segments | 

Level 2 +1 tank +1 tank 25 mins | Rearing (FD/EB® + ©/€© when stationary) 225-260m 6 segments 

pe 7 mins | Skid Turns (80/8 + 6/@ when moving) 3 E 
Level 3 1 tank tank 30mns | Skid Stops (RI/ED + O/O when mong | 280230 B segments 
Piating (Hold @/@ when stationary 5 
Level 4 +1 tank +1 tank 60 mins | Drifting (Hold ©)/© when moving) 350m B segments 
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x RESPONSE * 


The whistle range determines the distance 
in meters at which your horse will respond 
to your calls. By default, your whistle range 
starts at 185 meters. For every 10 bonding XP 
that you obtain, the range is extended by one 
meter, up to a maximum of 205 meters at level 
1. When you reach level 2 you receive a bonus 
of 20 meters, taking the starting range for 
level 2 up to 225 meters. The same increments 
apply until you reach the optimal whistle 
range of 350 meters at level 4. 


There is an additional (albeit hidden) system 
that determines your horse's reactivity to your 
whistles: the response bar. The higher your 
bonding level, the more the response bar is 
extended (four segments at level 1, six segments 
at level 2, and eight segments at levels 3 and 4), 
Every time you tap or hold £5 to whistle, the bar 
fils incrementally. Broadly, each tap fills alf of 
a segment at level 1, one segment at levels 2 
and 3, and two segments at level 4. The more 
you fill the response ber, the faster your horse's 
gait will be when it moves toward you. 


In short: you can press € repeatedly to make 


your horse come to you more rapidly, and this 
works even better at higher bonding levels 


HORSE RESPONSE 


RESPONSE SEGMENTS. 


Cantors to... | 50m | 50m | 40m | 30m | 20m 


Tots lo... | 30m | 25m | 20m | 15m | 10m 
Walks о... | 10m | 10m | 10m | 10m 


* HORSE DEATH * 


When your saddled horse loses all of its health, 
it enters a near-death state where you have a 
small window of opportunity to save it with 
a horse reviver. The time available for your 
intervention is increased at higher bonding 
levels. Horse revivers can be crafted, looted, or 
purchased at any stable for a moderate price, so 
we encourage you to always keep one in your 
satchel for emergency situations. 


If your saddled horse dies, your saddle will 
remain on its body and will be marked on 
your radar (Ç2). It will stay there until you 
collect it — unless you enter a stable or start à 
mission, in which case the saddle is retrieved 
automatically. Note that horses exclusive to the 
pre-order, Special and Ultimate editions of the 
game are unique in that they respawn at the 
Valentine stable when they die. 


You can have up to two active horses at any 
меп time: a main horse ( sf») and a temporary 
horse become a temporary horse if y 
your saddle to а new mount 
Your main horse is the one currently 
Horses that at reach bonding le 
wearing your sadd 0 
| ring oor sodda 1 with are nc ited on your radar, 
| А temporary horse is one with which you nat respond to your commands, 
x HORSE ITEMS x 
Many items can be used to restore a horse's stamina and health meters, or to replenish depleted 
| cores. 
| HORSE ITEMS 
HEALTH STAMINA 
| mem HEALTH STAMINA (ALT) pre 
m 0000 m E TEM 
100 Gold for | 100; Gold for 
Horse Meal ia 1 
T (aS a 
2 | & 
Hay Cube 52 62 
Classic Oat Cakes 52 62 
Wild Carrot (wild) 62 62 
Celery FIERE ETSI] 
Corn ы | s 
Apple 25 25 
Peach E] 25 
Peat 25 25 
Ginseng 2 25 
| Oregano 25 12 
Burdock Root (wid) 25 12 
Wintergreen Berry (wild) 25 
| | [Bay Bolete (wild) ji ji 25 
| || Chanterettes (wita) 25 
| | Parasol Mushroom (wild) 2 ] 
Ram's Head Mushroom zs | 
Wild Mint 5 | 
Blackberry (wid) 5 | 
Raspberry (wild) m | 
_ Creeping Thyme (wild) eal p 
| Sage (wild) 
Currant (wild) 
Wild Feverew 
Sugar Cube 
Pepper 
English Mace (wil) 
Common Bulrush (wild) 12 
REMEDIES. 
Horse Reviver = ia | I 
100+ Gold for 
Special Horse Reviver 0 ia 
MEDICINE 
Opened 10 
30: Forti for 
| | Peter | 2hws | | I 
T+ Forti for 
Potent A hours 
T+ Fortihed for 
Special 10 hours 
E E, STIMUANTS O 
| | Opened. 10 
| 10+ Fortified for 
| | er 2 hours 
pues 10> fre Tor 
07 Fortier 
Special 10 hours 
GROOMING 
100 + Gold for 
Horse Ointment E] d 
| || Morse Care Package : - кобине ETE 
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TRANSPORTATION 


CAMP 


—À PRIMER 
The ability to abbreviate certain journeys can be a welcome feature when you are engaged in travel-intensive activities, such as treasure hunting Through most of the adventure you will have access to a camp where the Van der Linde gang is based. This location is a starting point for various | MISSIONS 
or resource gathering, There are three methods that enable you to move directly to a specific destination: fast travel, trains, and stagecoaches. missions, as well as assorted services, amenities and optional events. 
у ATLAS 
kkkkk Likt 
FAST TRAVEL CAMP & GANG MORALE WEAPONS 
mems 
After you upgrade your lodging at the Van der Linde camp via the ledger You can improve gang morale via the following methods: EXTRAS 
(see page 143), a map appears on the side of Arthur's wagon (or inside INDEX 
his room at Shady Belle) If you examine it by holding @/@, this opens Donating money and items at the tithing box, next to the ledger, 
а Fast Travel menu in which you can choose to jump to key locations as well as by hunting and delivering game to Pearson to help keep 
(see accompanying list) on the proviso that you have visited them at everyone sufficiently fed. INTRODUCTION 
least 0 Ке ths you = m pA will automatically Partaking in chores, These are simple activities that you can Me 
Bastii destination in question sier a brief алкин complete as and when you see fit. The work available depends on 
Possible Destinations: your current camp. 
Annesburg Rhodes Valentine * Chopping wood 
Emerald Ranch Saint Denis Van Horn Trading Post * Taking hay bales to feeding points for horses HUNTING 
Lagras Strawberry Blackwater” * Taking grain sacks to Pearson's wagon FISHING 
+ Emptying/filing water buckets 
= - TRIBUTES 
Contributing in these ways helps to keep the camp well supplied and | TTF 
TRAINS _ Purchasing the lodging upgrades via the ledger interface, happy, which in turn results in a number of benefits. Most notably, you | HONOR 
particularly Dutch's lodging (tier 2) and everyone else's tent (tier 4), — will find more items that you can periodically pick up for free at the | CHALLENGES 
Trains are the most convenient way to travel quickly between towns. Ga 9 three supply stations: provisions at Pearson's wagon, ammunition and | aw 
All you need to do is buy a ticket from a station, and you will reach your Completing item requests to help fellow gang members. arms at Arthur's wagon, and health supplies at Strauss's wagon. You | ENFORCEMENT 
destination in a few seconds. will also notice a better overall mood in the camp, with fellow gang | pongenies 
Served Stations: members complaining less — and donating more to its upkeep. 
BOUNTY. 
Annesburg Rhodes Valentine HUNTING 
Benedict Point Riggs Station Wallace Station — -— sm =. AACR 
Emerald Ranch int Denis CAMP UPGRADES MISSIONS. 
GUNSLINOERS 
After completing an earły mission for Leopold Strauss, you will be able LOANSHARKING 
to upgrade various features of the camp itself via the ledger outside 
Dutch’s tent. These upgrades require fairly substantial financial Moss 
— = investments, but they lead to significant benefits — such as unlocking 2 
STAGECOACH TAXIS the Fast Travel feature, or improving the range and quality of the free SPECIAL 
== supplies that you can claim when you visit. To increase the camp funds жиды. 
Much like trains, stagecoaches offer you a fast and convenient way required to purchase such upgrades, you can contribute directly by GANGS 
to travel between towns, Interact with a stop sign or coach driver making donations via the tithing box close to the ledger. TABLE GAMES 
(GB), buy a ticket to the destination of your choice and you will be CHANCE 
trener kiere айни a bref cutscene. This section reveals all possible upgrades and their attendant costs. BOGA 
Served Stations: SAL 
CHARACTERS 
Annesburg MacFarlane's Ranch" * Tumbleweed" 
Armadillo* Rhodes Valentine LEDGER: SUPPLY UPGRADES 
Blackwater Saint Denis Van Hom Trading Post 


Emerald Station Strawberry MI. RESTOCK PROVISIONS COST | RESTOCK RAND ARMO | COST | restock 
Pistol Cartridges | 
en Bread Poll ACRE 
Assorted Biscuits pene | 
Srak O Canned Vogotable Repeater Cortes 
2 | Stimulants, Potent | $30 $25 дао ted | $9 $25 — Regular $60 510 
| Biters m Arrowheads 
| Throwing Knives, | 
Kentucky Bourbon, | Canned Salmon, Shotgun Shells | 
] ns inden, | 550 E Canned Fruit $45 s40 = Regular, Rilo | $90 $5 
| Guarma Rum Chewing Tobacco Cartridges - 
Regular | 
Potent Miracle | Fire Bottles, High | | 
| 4 | Tonic, Potent Health | $75 ўз Bake om $55 $50 Velocity Repeater | $0 | 800 || 
L Cure. Y Cartridges | 


= из 


CAMP UPGRADES (CONTINUED) 


LEDGER: STRUCTURAL UPGRADES 


NAME NOTES cost 
Lodging Tier 1 (Bare-Bone Shelter) | Available by default 
Lodging Tier 2 (First Things First) — | Encourages other gang members to donate more | szo 
Lodging Tier 3 (Next in Line) Unlocks fast travel (via ће map at Arthur's lodging). and adds cigarettes and hair pomade 315 

Improves the mood of other gang members, reduces the rate at which they consume supplies, 
" 

Lodo Tec Vocem and encourages them to donate even more = 
Horse Station Adds hitching points and enables you to retrieve horses from the stables or recall your main horse to camp | $300 

| Chicken Coop Adds eggs to the camp stews cooked by Pearson, which makes them more nutritious | sus 
Leather Working Tools. Unlocks additional crafting options for Pearson $225 
A Clemens Point and Shady Belle camps only. Provides access to a boat to cross bodies of water and reach | уу 


fishing spots 


PEARSON: SATCHEL CRAFTING UPGRADES* 


UPGRADE REQUIREMENTS INGREDIENTS 
| Perfect Deer Рей, Perfect Buck Pet, Perfect Ek Pelt 
[Perfect Deer Plt, Perfect Badger Plt. Perfect Squirrel Рей — | 
Perfect Deer Pelt. Perfect Elk Pelt, Perfect Panther Pelt 
Perfect Deer Pelt, Perfect Bison Pelt, Perfect Raccoon Palt 
[Perfect Deer Рей, Porlect Boar Plt, Perfect Iguana Skin 
Porloct De fect Beaver doct Rabbit Polt 


Perfect Deer Polt. Perfect Cougar Polt, Perfect Wolf Polt 


Tonics Satchel 
Ingrodionts Satchel 
Kit Satchel 
Provisions Satchel 
Materials Satchel 
faluables Satchel по 55 
ogend of the East Satchel | Complete all other satchel upgrades 


| Tier: medicine/healh supplies ledger upgrade 
| Donate five animal carcasses to Pearson 

Donate three valuables at the tithing box. next to the ledger 
| Tier provision ledger upgrade 


Craft three recipes at a camplire 


atthe hi 


box, noxt to 


PEARSON: OTHER CRAFTING UPGRADES 


CATEGORY 


UPGRADE INGREDIENTS 
Buck Skull 

Fur Horse Blankets. 

Alligator Skull 

Big Horn Ram Skull 

Cougar Pelt Covered Chest 
Boar Skin Table Covor 

Ox Hide Rug 

Boar Skin Rug 

Pronghorn Leather Table Tops 
Pronghorn Skull 

Moose Antlers 

Wolf Skull 

Snake Skin Banjo Head 
Campfire Seat Cover 
Campfire Log Seat Cover 
Scout Fire Ground Cover 

Elk Antlers 

Hanging Bones 


Perfect Buck Carcass 

Perfect Coyote Plt x2. Perfect Bison Pelt 
Perfect Alligator Skin 
Porfect Ram Carcass 

Perfect Cougar Plt x2 

Porfect Boar Pelt 

Porloct Ox Hide x2 

Perfect Boar Pelt x4 

Parloct Pronghorn Hide x2 

Porfoct Pronghorn Carcass 

| Moose Antier 

Perfect Wolf Carcass 

Parfec Snake Skin x2 

Porfoct Boavor Рей, Poroct Muskrat Polt, Porfoc Fox Pol 
Perfect Wolt Plt x2 

[Perlect Goat Hide x2 

Ek Antlers 

Buck Antlers 


Comp Entrance 


Arthur's Lodging 


John’s Lodging 
Camp Tables 
Chuckwagon 


Main Campfire 


Scout Campfire 


COMPANIONS 


As you walk around in camp, you will regularly get to experience 
all sorts of interactions with your fellow gang members. These can 
range from colorful discussions and anecdotes shared, to information 
regarding an upcoming or ongoing mission. 


Your companions will also occasionally make specific requests, or invite 
you to partake in an activity with them. 


m == 


ITEM REQUESTS 


Throughout the adventure, fellow gang members will sometimes ask you to bring them an object they need. Completing these mini-assignments will enable 
you to learn more about these characters. You will also obtain assorted rewards, either immediately or at your lodging on a subsequent visit to camp. 


ITEM LOCATION: 


AVAILABILITY TIME OF DAY". COMPANION | — REQUES REWARD 
Chapter 2 am-Bpm ABIGAIL 5 Your savings Honor. 
Chapters 2,3, 4 8am-Bpm BILL Hair Pomade | Common collectible sold in general stores €! 
Chapters 2, 3,4 m CHARLES. Moonshine | Common collectible; sold in fence shops | Fie Arrows 
Chapters 2,3, 4 Sam 8pm CHARLES | Oleander © | Common collectible Poison Arrows 
Epilogue 2 fam-Bpm CHARLES | Eagle Feather | Hunting Horse Reviver 

On a desk inside the Vet's Echo shack 
Chapters 2. 3,4 am Bom DUTCH Pipe (west of Wallace Station, near the west Spurs 
edge of the word тар) 

| om 
Chapters 2, 3, 4 (pick up The ds Shew in Tho Fog | Ona сово table inside a house in the , 

Deceittul German пем Hosea) |"! Нома ocs you | HOSEA (book) Bayou (northwest of Saint Denis) ма 
Chapter 3 Ватвот HOSEA | American Ginseng x2 | Common collectible Potent Medicine 
Looted from characters once the item Drawing fom 
| Che npn JACK | Abigail's Thimble | Looted rm char M 
Five possible location: 
* Osman Grove, on a nightstand in 
the shack (east of Emerald Ranch) 
| + Clawson’ Rest, on a nightstand in 
f the shack (northwest of Valentine) 
ee Bam tpm Jack | PxamrDmadiu |, Piegsance, on a table inthe abandoned | Chocolate Bar 
> schoolhouse (northeast of Eris Feld 
* Downes Ranch, on a nightstand in the 
house least of Wallace Station) 
* Lake Don Julio, on a nightstand in the. 
shack (southeast of Armadillo) 
Chapter 2 8am-8pm JAVIER Oleander | Common collectible To 
a — н д Throwing Knives. 
Chapter 3 дра pm KIERAN | Burdock Root x2 | Common collectible Horse Modi 
Vetter's Echo. on а desk in the shack 
Chapters 2. 3,4 Bom 3am LENNY Pocket Watch | (wost of Wallace Station, oar tho wost Dynamite 
edge of the word map) 
З Osman Grove, inside а drawer in the cabin 
| chapter 2 fam-Gpm | MARYBETH |  FoumoinPen | Osman Grove inside a d Ring 
| 
Martha's Swain on а nightstand in the T 
Chapter 3 ват вот MOLLY Pocket Mir | Martha's Swan, on a nii сца 
Chapters 23,4 Bom-tżym | PEARSON Rabbit Hunting Nutitious Stew 
a арена 8am-2pm PEARSON Naval Compass | Braithwaite Manor, in the boathouse Rum 
Chapters 3 & 4 (complete RER 
аад 255 KSH rangers Hoggeny on a cupboard Я 
«пив Фитил Гета | бтр SADIE | Mamona | sde a shack ood ol Fete Station Cmon 
Suffrage") 
Chapters 2.3 12pm-8pm SEAN | Kentucky Bourbon | Common collectible; sold in general stores | Fire Bottle 
Chapters 2. 3, 4 Ватвот SUSAN Oregano? | Common colectible оез 
Chapter 2 (when playing mpm eckace ole from various lock box edi 
= ватар muy Necklace | Looted from various lock boxes Medicine x2 
f 
| Crafting (Milkweed. Kentucky Bourbon 
Epilogue 2 DEM UNCLE | Metical Cream | Poppormint Panada Stingy Met Clothes 


common collectibles) 
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COMPANION ACTIVITIES 
Fellow gang members will regularly invite you to join them in all sorts of activities, from table games to robberies. These activities are contextual 
and time-sensitive: you can only complete them at specific moments in the storyline. The following table lists them in chronological order. Note 
that these activities do not always trigger immediately, or they may only be available at certain hours. Returning to camp frequently and interacting 


with your companions is the best way to ensure you won't miss any. 


COMPANION ACTIVITY LIST 
AVAILABILI COMPANION | ACTI NOTES 
VARIES — | Dominoes, Poker | For more information on table games, see page 220 
бал? LENNY Five Finger Flet | For more information on table games, see page 222 
Horseshoe Overlook Camp |_ JAVIER. Home Robbery EU е т a= = mt 
| * нее opportunity to skin a bison, then to loot a camp where the poison throwing knife 
= . | CHARLES | Hunting | pamphlet is found: also available during Chapter3 pa 
! | SEAN | Coach Robbery | Walkthrough on page 183 
BILL — | Coach Robbery _| Walkthrough on page 183 E 
bor TILLY Dominoes | For more information on table games, see page 222 
Clones Pret Comp JAVIER Fishing Discovery of a legendary fish spot 
KIERAN Fishing | Discovery of a legendary fish spot 
MICAH Five Finger Filet | For more information on table games, see page 222 
„JAVIER Home Robbery__| Walkthrough on page 182 
CHARLES Bank Robbery | Walkthrough on page 183 (exclusive to the Special/ Ultimate Editions of the game] 
R MICAH — | Coach Robbery | Walkthrough on page 183 
Shady Belle Camp LENNY | Coach Robbery | Walkthrough on page 183 
PEARSON | Hunting [introduction to crayfish holes and gator eggs EJ 
£ Rusting | Fun assignment where you team up with Uncle to steal a herd of cows 


HUNTING 


As you explore the world of Hed Dead Redemption 2 you will encounter 
animals that can be hunted for their meat, hides, and other useful 
materials. An engrossing activity in and of itself, hunting is also required 
to complete many other objectives, 


* You can cook and eat many types of meat when you rest at a 
campfire. Consuming food is one of the most convenient ways to 
maintain your attribute cores (see page 166 for details) 

* You can donate animal parts and carcasses to Pearson to feed the 
camp and to unlock various upgrades. 

* Many animal parts can be sold at butchers, general stores, trapper 
shops, and donated to the comp. 


* Some body parts, such as teeth and claws from legendary animals, 
have mysterious powers when crafted into talismans and trinkets 
see page 313 

* Skinning animals will help you to unlock ranks in the Master Hunter 
set of challenges (see page 173) 


You can find an introduction to the basics of hunting in our Primer chapter 
(see page 22). This section here offers a more in-depth analysis of the 
system. 


The animal parts you obtain when hunting game depend on two factors 
that might not be immediately apparent. 


Every animal in the game has a “quality” that broadly reflects its 
physical condition. For example, you would naturally expect a healthy 
deer in the prime of its life to have a better pelt than a skinny, ailing 
specimen — and this is exactly what happens in the game. 


Secondly, the manner in which you kill an animal also influences your 
hunting spoils. The pelt of a wolf riddled with holes by a shotgun blast, 
for instance, will yield less meat and have a lower dollar value than опе 
where you dispatch the creature with a clean headshot. 


These two concepts — animal quality and kill quality — determine the 
nature of the parts you retrieve while skinning a creature. 


ANIMAL QUALITY 
You can discover the quality of each animal by focusing on it (hold 
(2/5) while in close proximity, or through a scope or binoculars at 


* ANIMAL QUALITY & KILL QUALITY * 


range. Hold (RU/EBD to study it; once the circular gauge is full, you сап 
press the button again to show the animal's information. 


An animal's quality is revealed both in the “info” window and by the 
number of stars next to the creature's name when you study it or focus 
on it while in close proximity (Kf = Poor; Ff = Good; f] = Pristine) 


KILL QUALITY 


Critical Damage 


Fatal Damage 


The quality of a kill is determined by two factors: what body part you 
hit, and which weapon you use. 


* Body Parts — The damage you deal depends on the body part 
that you hit. You are probably accustomed to the gaming concept 
whereby headshots always cause an instant kill. The same broadly 
applies in Red Dead Redemption 2, though the overall system is 
rather more nuanced. 


* Fatal damage is inflicted when you hit vital organs. If an arrow 
or bullet strikes one of these regions, the target dies instantly — 
mo matter how much health it has. For most animals, these 
body parts are the brain and the heart. They tend to be small 
so your aiming skills will need to be flawless to hit them. Once 
your Dead Eye ability reaches rank 4 (which happens during 
“Fleeting Joy" in Chapter 5), organs susceptible to fatal damage 
appear in red when your reticle is close to them. This is precious 
information whenever you are hunting strong or resilient beasts 
as it enables you to perform one-shot kills. However, you also 
need to take one additional factor in consideration: penetration, 
If you aim at the brain of a bison from the front, for example, your 
arrow or bullet can only reach the organ if it can penetrate the 
Skull. This is where specialized weapons (such as scoped rifles) 
and ammunition (such as high velocity cartridges) can make a 


І 


difference. Aiming from different angles can also greatly help to 
avoid large bones or other body parts in the way. 
| Critical damage is inflicted when you hit critical organs such as | PRIMER 
| the lungs or the stomach. Once your Dead Eye ability reaches | missions 
rank 5 (which happens during "Goodbye, Dear Friend” in Chapter | coi onarion 
6], critical body parts appear in red when your reticle is close 
to them. Dealing critical damage is not necessarily lethal, but | ATLAS 
will cause the wound in question to bleed, greatly weakening | WEAPONS 
the target. A critically-wounded animal might run away, but will | rems 
often limp and eventually collapse. Both fatal and critical strikes 
consistently lead to clean, perfect kills when performed with the | PIPAS 
right weapon type. INDEX 
+ Normal damage is caused when you hit any other body parts. 
INTRODUCTION 
* Optimal Weapons — Depending on the size of the prey, thereare | yonses 
certain types of weapon and ammunition that are better suited 
than others for a clean kill. We cover this topic in the next section. | TRANSPORTATION 
CAMP 
SUMMARY HUNTING 
A high animal quality and clean kill leads to better hunting loot, both | а 
quantitatively (more items) and qualitatively (superior condition]. The 
opposite, naturally, is also true. ATTRIBUTES 
HONOR 
Ifyou are looking for a perfect-grade animal part, you will need to hunt | дц екх 
an animal in pristine condition, and to dispatch it with a clean, perfect 
kill with a suitable weapon and ammunition. LAW 
ENFORCEMENT 
QUA ROBBERIES 
ANIMAL PARTS: a 
AWARD PROCESS M 
BEI Poor Poor STRANGER 
- MISSIONS 
a ted СИЕ Goat |; 
Poor. Good Perfect LOANSHARKING 
TREASURE 
You can find a list of all animals and the parts they yield once skinned, | HUNTING 
along with details on their habitats, over the pages that follow, SPECIAL 


COLLECTIBLES 


* ANIMAL SIZE & OPTIMAL WEAPONS * 


GANGS 


TABLE GAMES 


Depending on the size of your current prey, you need to choose the weapon you use wisely if you wish to s 
for each size category. The table below details those categories; the table that follows overleaf documents weapon suitability. 


ANIMAL SIZE GROUPS 


CHANCE 
cure a perfect kill. There is at least опе | ENCOUNTERS 


SPECIAL 
CHARACTERS 


SIZE CATEGORY 


Reptiles: Bullfrog, Toad, Snake 


Birds: Blue Jay, Cordinal, Waxwing, Crow, Oriole, Pigeon, Robin, Songbird, Sparrow, Woodpecke 


ANIMALS 


t, Carolina Parakeet, Chicken, Duck, 


| mal Loon, Рато, Pheasant, Quail, Raven, Booby, Rooster, Gull 
‘Mammals: Bat. Squirrel. Rat, Chipmunk 
| Birds: Eagle, Crane, Cormorant, Egret, Hawk, Heron, Owl, Pelican, Spoonbill, Turkey, Vulture, Condor, Goose 
Moderate | Reptiles: Iguana, Gila Monster 


| ‘Mammals: Rabbit, Armadillo, Badger, Muskrat, Possum. Raccoon, Skunk 


‘Mammals: Coyote, Fox, Pig, Beaver 


‘Mammals: Boar, Buck. Cougar, Panther, Big Horn Ram, Wolf, Deer, Pronghorn, Goat, Sheep, Peccary 


Reptiles: Alligator (Small) Turtle 


| 
| 
| ‘Mammals: Bear, Bison, Bull Elk, Moose, Ox, Cow 
| Repiiles: Aligator 
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WEAPON EFFICIENCY PER SIZE 


FATAL | NORMAL | CAMICAL | озм | CRITICAL | uoman | CRITICAL * ANIMAL PARTS & HABITAT * PRIMER 
Е FATAL Е FATAL + FATAL 
нт нт нт нт. 5 
HIT HIT HIT ^ Missions 
| Arrow Poor Good Good Good | Perfect Each animal species can be cific habitats. When searching for a particular type of animal, visiting the appropriate territories will give f 
| Small Game Arrow you the best chance to encounter the creatures you seek. Once you are in the correct location, remember that there are two items that you can | ATLAS 
= craft, find, or p to help in the pro hunting. Bait will attract wild animals, and cover scents make it harder for animals to detect your 
| Poison Arrow Poor | Good | Good | Perfect | боё Good | Perfect ы мру кю MICH акына аан ин WEAPONS 
Bow | T | presence through smell. 
| Improved Arrow Poor Poor Good Good Good Good Tes 
| Fire Arrow Poor Poor Poor Poor Poor Poo Poor Poor Note that the sell prices that we reveal over the following pages are base values. These can be affected by certain modifiers: | xmas 
| | Dynamite Arrow. Poor Poor Poor Poor Poor Poor Poor Poor INDEX 
Parts from animals that are rare in a region (for example, alligator parts in Valentine) can be sold for 25% more than in a region where 
| IER m sa SM JENA йын fon inal Vol are rare ii eg (for example, alligator parts in Valentine) can be sold for 25% more than in a region where 
| | | they're common 
THROWABLE | Poison Throwing Knife | Poor Good Good | Perfect | Good | Perfect | Good | Perfect > 
| Carcasses of skinned animals are worth 50% less than when the animals are unskinned. INTRODUCTION 
Tomahawk Poor Poor Poor Poor Poor Poot р 
| Owners of the Special/Ultimate Edition of the game can sell animal parts for 10% mon HORSES 
VARMINT RIFLE | 022 Good : zę wióry ; чигу 
| TRANSPORTATION 
| Rogular Poor Good Good Good 
f ALLIGATOR ARMADILLO CAMP 
| | Split Point Poor Good Good Good 
PISTOL | High Velocity Poor Good Good Good 
| FISHING 
| Express Poor Good Good Good 
| ATTRIBUTES 
| Explosive Poor Poor Poor Poor Poor Poo Poor Poo 
i | T T HONOR 
| Regular Poor Good Good Good | 
| CHALLENGES. 
| | Split Point Poor Good Good Good 
| ы > LAW 
REVOLVER | High Velocity Poor Good Good Good GREKA 
| Express Poor Good Good Good ROBBERIES 
Explosive Poor Poor Poor Poot Poor Poo Poor Poo BOUNTY 
| Regular Poor Good Good HUNTING 
| | Split Point Poor Good Good STRANGER 
REPEATER | — High Velocity Poor Good Good 
| GUNSLINGERS 
Express Poor Good Good 
= LOANSHARKING 
| xplosive Poor Poor Poor Poor Poor Poo Poot Poor 
| TREASURE 
Regular Poor Poor Good | Perfect | боё Good | Perfect PT HUNTING 
| Split Point Poor Poor Good | Perfect | Good | Good | Perfect s мер SPECIAL 
RIFLE — | High Velocity Poor Poor Good | Perfect | Good Good | Perfect s ^ moc coupes, 
| Express. Poor Poot Good | Perfect | Good Good | Perfect сла 
| Explosive Poor Poor Poor Poor Poot Poor Poor TABLE GAMES 
| Regular Poor Poor Good | Perfect | Good Good CHANGE 
| Split Point Poor Poor Good Perfect. Good Good кшн 
SNIPER RIFLE | — High Velocity Poor Poor Good | Perfect | Good | Perfect | боой CHARACTERS 
| Express Poor Poor Good | Perfect | Good | Perfect | Good 
| | Explosive Poor Poor Poor Poor Poor Poor Poor Poor 
| Buck Shot Poor Poor Poor Poor Poor к Poot Poor 
[incendiary Poor | Me | Poor | Re | Me | һә Re | Foo 
SHOTGUN t | | 1 
Poor Poor Poor Poor Good Good | Perfect 
Poor Poor Poor Poor Poor Poor Poor 
The carcasses of moderate, medium, and large animals can be skinned, The carcasses of two moderate animals hooked on either side of 
picked up, dropped, and stowed or removed from horseback. Massive your horse. 


animals can only be skinned; their carcasses cannot be transported, 


Bai Win 


Multiple pelts of large, medium and moderate animals draped over 


You can load your horse up with pelts and carcasses that you collect, as ће back of your horse. Pa i Ca 
long as you remain within the following limits: Mi EET. 


Note that all small animal parts are stored directly in your satc! 
The carcass of one medium or large animal, or the pelt of one 
massive animal, across the back of your horse 


5 - 148 5 p = = 


BEAR BEAVER 


BLACK BEAR 


BLUE JAY 


150 


BULLFROG 


CARDINAL 


= 


j OZ 


151 


RED DEAD 
REDEMPTION, 


PRIMER 


MISSIONS 


| amas 
WEAPONS 
ITEMS 
EXTRAS 


| mox 


INTRODUCTION 
HORSES 
TRANSPORTATION 


CAMP 


| Fishin 
ATTRIBUTES 
HONOR 

CHALLENGES. 


LAW 
ENFORCEMENT 


ROBBERIES 


BOUNTY 
HUNTING 


GUNSLINGERS 
| LOANSHARHING 


TREASURE 
HUNTING 


SPECIAL 
COLLECTIBLES 


GANGS 
TABLE GAMES 


| | CHANCE 
| | ENCOUNTERS 


SPECIAL 
CHARACTERS 


RED DEAD 
REDEMPTION, 


CHIPMUNK CONDOR 


PRIMER 


MISSIONS. 


| апл 
WEAPONS 
ITEMS 


EXTRAS 


| mox 


wor 


COUGAR 


INTRODUCTION 


HORSES 
TRANSPORTATION 


CAMP 


| | FISHING 


ATTRIBUTES 


HONOR 


CHALLENGES. 


LAW 
ENFORCEMENT 


ROBBERIES 


BOUNTY 
HUNTING 


COYOTE 


GUNSLINGERS 


LOANSHARKING 


TREASURE 
HUNTING 


SPECIAL 
COLLECTIBLES 


GANGS 


TABLE GAMES 
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| encounters 


SPECIAL 
CHARACTERS 


Animal Sel 
Part Price 


Perfect Ортик | psy | | румын | 015 | | Мумкш | 015 
ак Сота [руу | | Gam il rwr m r m ою inal ft | 0 Ww | 0 
Can 
зи Сми | pzp | | бабиш | 3 x " R c ^ с : 050 Gme Men | 050 02 
Car Cara 
Gand Condor n в == s vici Dor Ca о | Poteet Duck s 3 
Poor Condor Carcass | 130 1% P « с Deer Carcass | 420 | | Good Duck Can 65 
= & | | Moro " 140 
то o 


152 153 


RED DEAD 
REDEMPTION, 


GULL 


PRIMER. 


MISSIONS. 


| Anas 
WEAPONS 
ITEMS 
EXTRAS 


| mox 


IGUANA INTRODUCTION 


HORSES 
TRANSPORTATION 


CAMP 


| Fishing 


ATTRIBUTES 


HONOR 


CHALLENGES. 


LAW 
ENFORCEMENT 


ROBBERIES 


BOUNTY 
HUNTING 


GUNSLINGERS 


LOANSHARKING 


TREASURE 
HUNTING 


SPECIAL 
COLLECTIBLES. 


GANGS 


TABLE GAMES 


| CHANCE 
| eNcounrens 


е м SPECIAL 
IGUANA A CHARACTERS 


Anima 
Part 


Ek Pe 


ight Feather | Em 15 ony Men [ог Werte Men м 4 5 Fete = ce = SETY ч" EPA ET Maso FF 
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| LEGENDARY ANIMAL OVERVIEW 
* LEGENDARY ANIMALS * 
ar: 2 - 
Dow oe Jon = ee кый 
їп addition to all the standard creatures that populate the world of | || Legendary Buligator by Pursue” story masia (son page EZ sb А 
Red Dead Redemption 2, there are also а number of unique specimens | || oc. с d Fishing is an engrossing activity with multiple layers of complexity, | LURE& BAIT OVERVIEW 4 Missions 
legendary Cougar h Ridge, straight west from Tumblewe eite | ы = 
called legendary animals. These are hard to find and, in most cases, | || ™ ы ы [ where you will need to pay close attention to the equipment you use Н РУТ MEE 
extremely dangerous. Hunting them is therefore very challenging, but leads | || Legendary Wott oto Spings, west of Bacchus idee and know where each species can potentially be caught. You can find FOR 
to unique rewards that can be used to craft valuable items or upgrades. | an introduction to this activity in our Primer chapter (see page 23), | || Cheese Bait | Smaller fish in lakes EH] ATLAS 
Legendary Boar Bluewater Marsh, north of Lagras where you will learn all the basics, including fishing commands and | | Bread Bat | Smaller fish in rivers Found WEAPONS 
You will run across а few legendary animals by completing certain | || Tegendary Bharati sl just north of O'Creagh s A Е | the difference between baits and tures, In this section we provide the | || Cira Bait Smaller hsh in swamps Found mens 
missions (we cover these in the Walkthrough chapter), but mast of them | || Grizziy Bear 9 ut Pursued By A Bruise information you'll need to catch all fish species, including the legendary | iye Worms | Mediumsiediare fh — | 8080 | 
are encountered in the wild. Legendary Giaguaro | Lemoyne, west of Shady Bolle alter compleong the specimens. Note that you can also use your weapons to kil fish, though | |I se Gacka | Minion sind wer ftr rr. EXTRAS 
Panther Master Hunter challenge. rank 9 ically this i i ^ hin J | юне 
| technically this is more akin to hunting than fishing. DES Stansell send Wh "= INDEX 
When you enter a legendary animal's territory, the game notifies you of | || Legendary Moose | Roanoke Ridge, at the northeast pole map — | Lake Lure Mediunvlarge-sized lak fish CZ 
ч Өл ин you тәр йн! nij pr e аза EA | sar M x BAIT AND LURES x Wein | Mea i E MEN 
кке ыш о T. | ت‎ AM Swamp Mediunvlarge-sued od swamp fish $250 
a small question mark icon). This uncovers a пай (again, visible with Eagle | || Legendary Воот | Corgi rond westot valentne nn GEE RET = ims 
Eye) leading to another clue. After you find your third clue, the trail will | The first step to catching fish is to obtain the best possible incentives | || Lake Lure legendary Hah ә 
lead you straight to the beast in question Legendary Tatanka | Henn’ Sad | for their attention. You can purchase most bait and lure options at the | || Special [мекмин har Rak and = TRANSPORTATION 
= Bait and Tackle shop, on the west shore of Lagras. We recommend | || River Lure legendary fish CAMP 
Ifyouare planning to face a legendary animal, make sure you are equipped | || Whyte Bawn Lake Isabella, at the that you buy the three special lures as soon as you can (which requires | || Special Modu aryesznd sump fet and $20 HUNTING 
with powerful weapons and ammunition (rifles, sniper rifes, or the bow | || scenery Beaver | Just southwest of Butcher Cook you to trigger "A Fisher of Fish”, available early in Chapter 3), as these | |} orema pea = Pate 
with poison arrows], and that you are in perfect shape for the encounter | essentially give you the best chance to catch many fish types for a very ese aoe Rhee = | i 
that lies ahead. Kill quality is not an essential factor when you take down Legendary Buck Northwest of Strawberry affordable price. E s0 be obtained nr M m = see page 190) ATTRIBUTES 
ng “A Fisher ol Fah” (see page 16 
these unique creatures: the items that they yield are unaffected by the | c — a d HONOR 
means of their death, so you can take them out with your most lethal | || Legendary Coyote | Scarlett Meadows, to the northwest of Rh 
CHALLENGES 
poet ар тте н Баа ааыа * FISH SPECIES & FISHING SPOTS * 
can tank a lot of damage. s > | ER = ar v SĘ = | RS 
Legendary Fox Just north of the fence in Rhodes Small fish are of overall low value, are available in practically any body oo 
Where possible, we strongly encourage you to have a full Dead Eye meter, | - — of water, and are attracted principally (though not exclusively) by food ROBBERIES 
especially if you have reached at least the fourth rank of that ability. This based bait. These include: redfin pickerel, perch, bullhead catfish, BOUNTY 
will enable you to identify your target's fatal regions (the brain and heart | Note that legendary animals are one of a kind: once you kill them chain pickerel, rock bass, and bluegill. Bigger fish are harder to catch, HUNTING 
in most cases). If you manage to hit one of these, you will secure an | they will not appear again. Be sure to skin them and take care not to requiring you to not only set up in specific habitats, but also to use STANA 
instant kl (see page 146 for details). Dead Eye can also help to save your | leave any loot behind. If you do, note that irreplaceable parts required particular lures and take weather conditions into account MISSIONS 
lie — ia ferocious beast should notice you and charge, a quick barrage of | to create related talismans/trinkets are automatically sent to the ЕРЕ: 
headshots could stop the animal in its tracks. | trapper. The following table presents all of the important parameters you A 
will need to consider while fishing, which you can refer to whenever e 
FE ا‎ you are preparing to look for a very particular catch. This includes TREASURE 
an effectiveness rating for each bait/lure per species, from A (most ina 
effective) to F (least effective). SPECIAL 
| «ашти 
GANGS 
as FISH OVERVIEW TABLE GAMES 
Sk ои TS 
$ Bi. 3 a 
3 а SPECIES HABITAT {=з Sd BAIT/LURE EFFECTIVENESS RATING WEIGHT ones 
Em SPECIAL 
5 HE CHARACTERS 
H dH 
Redfin Pickerel - Bead |D|A|CJEJEJE ЕРЕ | F |o | 05-20 |10bs30 
Perch Lakes, теп Brad |D|A|C|t|E|E|F|F]|F|F|F|F|D]| 05-20 | 2tsdm 
Bullhead Catfish Swamps tom [|c|n|A|t|e|e|r|r|r|F|F[|F]D]| 05-20 ево 
Chain Pickere les | Rivers | Swamps Com [|C|D|A|E|E|E|F|F|F|F|F|F|D]| 05-20 | sso 
Rock Bass les | lakes Choose |A|C|D|E|E|E|F[F|F|F]|F|F]|D)| 05-20 |3bssor 
Bluegill Lakes rivers | Lakes. rivers | Swamps Cheese А сое ЕЕРЕЕ ЕЕ | 05-20 | 4nszor 
Muskie Lakes Sunny | ас ше Е е ғ о [о [о [а |в сја |в сја | 140-200 | 36s Tor 
Lake Sturgeon Lakes | Swamps | Overcast) Lake ture |F|F|F|D|D|D|A|B|C[|A[B|C|A |140-200|46ibs0c 
LEGENDARY GIAGUARO PANTHER [Northern Pike | wes Sunny | Riverture | F е ғ о [о [о [са |ва |B A | 140-200 |t60s7or 
Sockeye Salmon | Res Sunny | ere | е ғо [о |o|c|A|B|C|A|B]A] 40-60 |51 
Longnose Gar _ Swamps | Overcast | Swamp Lure | F | F | о о јо |в |C |4| 8 |C | A | A | 140-200 | 411s Boz 
Channel Catfish z = | Swamps | Overcast | Swamp Luce | F | F е о [о [овса вуса | a |140-200|180%s70 
* LEGENDARY ANIMAL LOCATIONS e | t t + | t t t = 
| largemouth Bass | — - |lakes rvers| Swamps | Ram | Cos |t|t|E|C|8|A|D|D|D|C|C|C]|B | 40-60 [25bstor 
| Smallmouth Bass | — Rivers Rivers | Ram | cies [E|E|E|B|A|C|o|n|D|C|C|C|B[| 40-60 |22bstor 
— — - a [[Steethead Trout [lates mer [lates mes] - | Ram | Woms |E|E|E|A|c|8|0]n]o|c|c|c|8]| 40-60 |ztso 
162 = 163 R 
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* LEGENDARY FISH * 


Each fish species has a single legendary specimen, the largest and most 
difficult to catch of its kind, You will need a special lure to attract a 
legendary fish 


Your search for legendary fish officially begins when you initiate the 
mission called “A Fisher of Fish”: speak to Jeremy Gil, the man fishing 
on the pier on the northeast shore of Flat Iron Lake. He will give you 
a map showing the location of 13 legendary fish, and ask you to send 
them to him by mail once you have caught them. 


You can use any of the special lures to catch legendary fish, but 
equipping the model adapted to the body of water where you are 
currently fishing will lure fewer standard fish, making it easier to 
specifically catch the specimen you're after. The controls are the 
as usual: turn to page 23 if you need a refresher. 


ате 


Unlike standard fish, legendary fish аге often so big that they do not fit 
in the satchel: you must store them on the back of your horse, then head 
to a post office and mail them to Jeremy Gill 


Once you catch and тай all 13 species, Gill will invite you to his shack 
and then on a trip to Rio Bravo to catch the legendary channel catfish 
though you'll need to reach Epilogue 1 before the latter trip is available. 


REWARDS 
FEAT REWARD 
Mail one legendary fish Lake Lure 
Mail 10 legendary fish succulent fish me 
Mail 13 legendary fish and accompany pw 
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NAME OPTIMAL LURE 
Bullhead Catfish 


HABITAT/FISHING SPOT 


River Lure 


Chain Pickerel EL 
Lake Sturgeon Southern railroad bridge leading to Saint Denis (stand on the edge of the bridge to avoid rains] П езе 
Largemouth Bass Special River Lure | San uis River, Just southeast of Lake Don Julio | 
Longnose Gar Lagras, at the northwest tp of the Lakay peninsula | 

Muskie Van Нот Trading Post at the foot of the lighthouse | ATLAS 

Perch Esan Pool. to the southwest of Amesbury i i vons 
попа Pickeret Slater Creek, in the largest basin. to the east of MacFarlane's Ranch | 

Rock Bass Auro Bes рех o the west ol Blackwal | | ms 
Smalimouth Bass Duanjl Lake. just eso Straw EXTRAS 
Sockeye Saimon ke lum | Lake Isabella, tthe west edge of the C T 
steelhead Trout five Lure ad tho northeast edge of the wuld map, day north of Annesurg | 

Biegi e ore and the land to the south o Clemens Pont 


ED REELING-IN TECHNIQUE 


your spool will run out of line and threaten to snap, With the 
biggest and fiercest specimens, these fishing duels can turn into 
wars of attrition where you lose every inch of ground you have 
made up each time the animal struggle 


There is, however, a technique that will greatly help you to win 
these contests. Every time the fish is tired out, don't simply re 
in as normal: instead, tilt © downward to pull your rod up, and 
then quickly reel in; after a second or two, do this again, pulling 
up and reeling in. Repeat this as often as you can until the fish 
resumes struggling and a new cycle begins. You will soon notice 
that this repeated upward movement gives you a significant 
edge, and will enable you to get the better of even the most 
redoubtable legendary fish. 


y fish are much harder to catch than standard 
fish. Expect long battles where your target struggles so much that 


— * LEGENDARY FISH LOCATIONS e 


LEGENDARY LONGNOSE GAR 


sf 


LEGENDARY REDFIN PICKEREL 
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You have three main attributes in the game: | 

Q Health: The amount of damage that you can sustain. | 
Stamina: The level of physical exertion you can endure, such as 
when sprinting, swimming, or jumping 


Dead Eye: The duration of time you can spend in Dead Eye mode. 


These attributes are represented by dynamic meters that appear in the. 
lower-left corner of the screen, Each meter actually consists of two 
separate gauges: a main attribute meter, and an attribute core. 


Main Attribute Meters: These are represented by a circular gauge. 
They are depleted when you take damage for health, when you perform. 
strenuous activities such as sprinting for stamina, and when you trigger | 


Dead Eye's signature slow-motion state. Main attribute meters can be 
replenished in three ways: by sleeping; by using tonics; or automatically 
over time through the restorative effect of attribute cores (and at an 
enhanced speed if you rest on the spot by holding @)/@). Your 
character's attribute meters start at a low level but can be improved — 
a topic we will come back to shortly. 


Attribute Cores: Cores are the icons that appear inside each attribute 
meter. They have two functions. Firstly, they serve as a last-resort 
extension of the corresponding attribute: if a meter is fully depleted, 
additional usage or damage will begin to deplete the core, Secondly 
they determine the recovery rate of the related attribute meter. When 
full, you enjoy the maximum possible replenishment speed; if depleted, 
you will need to wait longer. Cores drain slowly over time, and therefore 
require regular "maintenance". Cores can be restored by sleeping, 
bathing, or by eating appropriate food. 


EMPTY) 


CORE DRAIN 
CONDITION CORES AFFECTED | DRAIN TIME (FULL TO 
Normal Al 30 minutes 
Sick | EN 85 minutes _ 
Veysi | м | T5 minutos 
Hovcold — | Health 10 minutos 
Poisoned — | Health 10 minutes 
Mounted — | m 25% slower 


At Camp m = 


Default condition 


After “Paradise Mercifully Departed” (Chapter 5) 
| After "A Fork in the Road" (Chapter 5) 


When exposed to high or low temperatures 


When bitten by a snake 


horse 


| While mou 


No drain. 


ALFEATURES 


DEAD EYE SPEC 


Unlike health and stamina, the Dead Eye meter 
is not restored automatically over time (though 
itis replenished partly when you sleep] 


During "Old Friends" 
(Chapter 1) 


The Dead Eye meter refills with each kill you 
perform, at a rate determined by how full. 
your Dead Eye core is. 


During Dead Eye mode, the meter's drain 
speed increases by a further 5% for each 
tagged" target — up to a maximum of 40%. 


Your Dead Eye ability improves as you 
advance in the main storyline, offering new 
functions that m. 
during shootouts. 


UNLOCKED 


EFFECT 


Improved reflexes and perception, which translates. 
into a slow-motion effect during which your targets 
are automatically “tagged” when you move the aiming 
reticle over them 


During "Pouring Forth Oil” | Ability to manually tag multiple targets with (RV / А. 
(Chapter 2) й i 


During “Banking, the Old | Ability to 
American Art" (Chapter 4) | if you have 


pe wia DE 
During "Goodbye, Dear 


Critical areas are highlighted while you are in Dead Eye 


lowing for improved marksmanship 


remain in Dead Eye when you fire your weapon 
not tagged a target 


Friend” (Chapter 6) 
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* ATTRIBUTE GROWTH * 


Your main meters consist of segments, known as "tanks 
game begins, your allocation is as follows: 


When the 


* Health Meter: 3 tanks (level 3) 
* Stamina Meter: 2 tanks (level 2) 
* Dead Eye Meter: 2 tanks (level 2) 


You can permanently increase your meters by completing certain 
actions that generate attribute experience (XP). You can track your 
progression via the onscreen display: a segmented bar surrounding 
the affected attribute will gradually fill clockwise as you perform 
appropriate actions. This process is illustrated in the following 
diagram, showing the XP progression of the Dead Eye attribute from 
level 4 to level 5. 


VISUAL XP PROGRESSION (DEAD EYE) 


The natural growth of all three attributes is capped at level B. However, 
you can obtain two extra tanks (and therefore reach level 10) by 
completing Challenges: see page 172. 


ATTRIBUTE METER GROWTH 
METER AT METER AT METER AT METER AT 
LEVEL 3 LEVEL 4 LEVEL 7 LEVEL 10 


The accompanying tables detail all actions that earn attribute XP. 


ATTRIBUTE LEVEL MILESTONES 


м, r9 ATTRIBUTE LEVEL TOTAL XP REQUIRED 
* + BR 1 
e^ о п = 
Ф 2 j 
- —— = 4 | 3 
Every time you reach specific XP thresholds, the attribute in question 5 
levels up and the corresponding meter is extended by a new tank. $ 
1 mr 
C) HEALTH: XP GAIN ACTIONS 
* ACTION REPEATABLE XP VALUE 
Drink a ginseng elixir Item available in limited quantities 25% of the XP needed to reach the next level 
Complete a related challenge (вес page 172) | Each challenge can be completed only once | 3 
Row a boat over 100 meters. | Yes | 20 
Bow or thrown weapon kill | Yes. | 20 | 
Melee knockouvkill | Yes 10 
Catch a fish | Yes | 10-30 based on size 
Jump 50 times | Yes 5 
Stealth kilVknockout | Yes 5 
Bow or thrown weapon hit Yes | 5 
Get a clean kill when hunting — | _ Yes a 3 J 
4 STAMINA: XP GAIN ACTIONS 
~ ACTION * REPEATABLE t VALUE 
Drink aged pirate rum | Item available in limited quantities. 25% of the XP needed to reach the next level 
Complete a related challenge (see page 172) Each challenge can be completed only once 30 
Survive combat with loss than 25 health | Yes | 20 
| Sprint over 100 meters اڪ ي‎ Yes | = 20 
Swim for 15 seconds I Yes 20 
DEAD EYE: XP GAIN ACTIONS 
ACTION REPEATABLE 
Drink a valerian root item available in limited quantities 
Complete a related challenge (see page 172) Each challenge can be completed only once 
Craft an item Yes 
ا د‎ Yes _ 1 =| 
p = | Yes Е JI 
Find a special collectible (see page 199) | Yes || 
Free aim kill | Yes 1 | 
Skin an animal | Yes 1-10 based on animal 
Land a headshot from over 50 meters | Yes 1-5 based on distance 
= = к * s > 
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* STATUS EFFELTS * 


You can be affected by special status effects that have a bearing on 
your attributes; their influence can be positive, negative, or both at 
once. When a given condition is active, an icon flashes in the relevant 
core. 


Fortified Attributes: Consuming certain items will fortify one or 

more of your attributes. This has the effect of artificially extending 
the attributes in question to level 10 (which causes your cores to drain 
15% slower) for a set amount of time. 


O] 00 Cores: High-quality consumables and services can grant 
special, gold-colored cores. When a gold core is active, you do. 
not need to maintain that core for a set period of time. When the effect 
wears off, the underlying core will be full and the standard usage 
conditions are reinstated. 


Weight: This parameter has a range of O (skinny) to 20 (overweight) Your 
character is deemed to be in peak condition when his weight is 10. You 
naturally lose one point of weight every 24 in-game minutes. However, 
you can compensate for this loss by consuming food, with each type 
having its own calorific value. By eating too much or not enough, your 
character can gradually become overweight or underweight, though 
you should note that there is a limit of one adjustment per in-game hour 
and per screen fade. The bonuses or penalties for your current weight 
will scale in one point increments between 9-0 (average to skinny) and 
11-20 (average to overweight) 


Being overweight will drain your cores at an accelerated rate (up 
to 25%) and your stamina meter faster (0.75% faster per 
increment, up to a maximum of 7.5%) but will provide you with improved 
damage resistance (0,75% less damage per increment, up to a maximum 
of 7.5%) 


Being underweight will drain your cores faster (up to 25%) and 
increase the damage that you sustain (0.75% more damage per 
increment, up to a maximum of 7.5%), but provides the perk of slower 
stamina loss (0.75% slower per increment, up to a maximum of 7.5%). 


Harsh Weather: When you are exposed to hot | or cold Qi 
weather without wearing suitably light or warm clothes, your health 
core drains from full to empty in 10 minutes — as opposed to 90 minutes 
in normal conditions. 


Poison (fp: When poisoned by a snake, your health core drains 
from full to empty in 10 minutes. You can cure this with various herbs 
(ginseng, English mace, milkweed, vanilla flower, or yarrow), or by 
sleeping, returning to camp, or starting a mission. 


Drunk: Each liquor type has a specific alcohol value. These are 
cumulative when you consume multiple drinks in succession. 


DRINK ALCOHOL VALUE 


Saloon Beer 1 010 ] 
Saloon Whiskey 010 
Opened Guarma Rum. 010 
Opened Fine Brandy | 010 ] 
pene аю — c 
Opened Kentucky Bourbon 0.13 
Guarma Rum 017 
Brondy 017 
Gin 017 
Kentucky Bourbon. 025 
ВЕЕТ m 030. 
Whiskey Bottle | 040 =| 
‘Aged Pirate Rum 050 


There are four states of inebriation, on a scale from 0 to 1 


ж Sober - 0 to 0.49 ж Wasted — 0.75 to 0.99 
* Drunk ~0.50t0 0.74  * Blackout- 1 


The different stages of drunkenness are accompanied by visual 
effects that distort your perception of your surroundings — and these 
make it hard to move around, let alone accomplish anything of note. 
The effects of inebriation remain active for a minimum of 90 seconds. 
Your total alcohol level decays by 0.25 every 24 seconds, but cannot 
fall below 0.5 or 0.75 until the initial 90-second period has elapsed. 


SUMMARY 


The following table documents the ways in which attributes and their associated meters can be affected. 


ATTRIBUTE MECHANICS OVERVIEW 


апл: |  MAATINBUTE | DRAIN ATTRIBUTE | REFILL ATTRIBUTE ORAIN CORE | merit сопе | RELATED STATUS EFFECTS 
* Rowing Damage * Tonics (Fortify) Hunger Sleep Gold Core (no drain] 
* Throwing Knito/Bow КИ 1 Soy 1 йен |» Dolnego |> Overweight (positivo cci 
* Melee knockout/kill * Rest | * Food * Underweight (negative effect) 
С Sta knockout High or Low Tempore 
! * Catching Fish (negative effect) 
[ + Ginseng Elixir 
| + ышы! Challenges | 
Stamina |* Sprinting + Sprinting * Tonics (Fortify) |* Hunger * Sleep * Gold Core (no drain] 
| * Swimming + Swimming * Sleep |+ Tiredness |+ Any Bath * Overweight (negative effect) 
* Pirate Rum * Jumping * Rest | + Food * Underweight (positive effect) 
2 Rented Chalenges |» Citing - ней perum 
+ Dog (negative eect 
* Craft/Cook * Dead Eye Usage |* Tonics (Fortify) IE Hunger * Sleep * Gold Core (no drain) 
* Skin Animal 1 Kis |= Tires |: Dene Bah |- Low Tomate 
* Camp Chores * Sleep * Food (negative effect) 
* Free Aim Kill 
© Spec Calecibe | 
* Long Distanca Headshot | 
+ Valerin Root 
* Related Challenges: | 


* HAIR GROWTH * 


ШЕШ 


Unlocked at the beginning of Chapter 2, natural hair growth is more GROWTH STAGES 
than a matter of simple aesthetics. If you have a pressing need to avoid 
identification, radically changing your facial appearance will make it 


harder for interested parties to recognize you. 


STAGES (HAIR) 


STAGES (BEARD) 


IN-GAME TIME | REALTIME 


There are multiple growth stages for both head hair and facial hair | 1 1 208 E 
2 2 2 days 16 hours 
* Consuming hair tonics doubles the growth rate for up to two 3 3 4 days 32 hours 
stages; the effect stacks if you consume two or three hair tonics, 4 4 Bays 64 hours 
leading to a x4 and x8 growth rate respectively. 5 5 ‘days ye 
ж Your beard will stop growing on its own at stage 6. The only way to 
go beyond is to consume tonics. 5 5 аен Ш 
* Pomade applied by a barber lasts five in-game days (only two days 1 1 20 days 16 hours 
when you do it yourself) 8 16 days 128 hours 
* You can only grow hair by one increment ata time, The next growth 3 16 days 128 hours 
stage will begin only after a screen fade (for instance after sleeping, | 26 days 208 


respawning, any fast travel, chapter introductions, си 
so forth), 


nes, and 


HONOR _ 


The honor system measures how your actions are perceived in terms of 
‘morality by in-game characters. As a general rule of thumb, actions that 
are considered as honorable (such as rescuing townsfolk from danger or 


rza 


turning in criminals to the law) will add to your honor score; conversely, 
activities that are considered dishonorable (such as harassing or killing 
innocents} will lead to reductions. 


* HUNUR RANKS & REWARDS * 


Every time you reach certain honor milestones you achieve a specific rank. Some of these confer unique benefits. 


POINTS 320 | -280 +160 | +200 | +240 | +280 | +320 


HONOR RANK EFFECTS 


RANK | HONOR POINTS EFFECTS 


r 
| sa 
[iem 280 50%, discount in all shops 
| s 240 New outfits available in certain shops: the Scrapper, the Farrier, the Gambler, the Deauville, the Faulkton, the Drifter, the 
Dewberry Creek, and the Drover 
5 200 25% discount in all shops 
3 New oufts available ın certain shops: the Bulldogger, the McLaughlin. the Chevalier, the Corson, the Cumberland, the 
Cowpuncher, the Valentine, and the Roscoe 
2 80 10% discount in all shops. 
1 40 When you loot bodies, the drop rate of potent tonics, restorative items, jewelry and food items is increased 
| U 0 When you loot bodies, you primarily obtain standard tor cheap jewelry, basic horse consumables, and used alcohol and tobacco 
л 40 When you loot bodies, the drop rate of Dead Eye tonics, thrown weapons, alcohol, and tobacco is increased; you also receive 
more money and jewelry rom lawmen 
|! 2 80 
| m 
160 
200 
КТЕЙ? 
780 
320 
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* HONOR EVENTS * 


There are many events and actions that lead to honor gains or reductions, as detailed in the accompanying tables. Note that a x1.5 multiplier is 
applied to all values during Chapter 6. Many chance encounters can also lead to honor adjustments. These are covered in a dedicated section — see 


page 223. 
MISSION EVENTS: HONOR VALUES 
CHAPTER m EVENT HONOR 
TAN the vam staff 5 
в the Hel Leviticus Cornwall? 
L Re г arianna Do not save Lenny m | 
Rescue the escaped horse +10 
Return the escaped horse by calming and leading t +10 
Return the escaped horse by dragging it with the lasso E 
Antagonize the man after retumıng the escaped horse 10 
Pull he witness up from the chit E 
2 RSE Do not pul the witness up from tho cit 5 | 
Spare the wines alter puling him up from the di E 
| Kill the witness after pulling him up from the cil 10 
I] Keep the stolen horse after the mission 5 
i anes a is Mee W he ee л 
We Loved Once and True — lt | Agree to rescue Jamie +10 
The Course of True Love Sel the gift rather than delivering to Penelope 5 
3 Choose to crack the sates E 
" mors 
CURE the sales using булат 5 
cove he Tami heoom rom her father | © 
4 Lil od Pay the buyer lor the brooch | ease 
thers and Sisters T | Return Sister Calderon's cruci | m 
Agree to help Rams Fal +10 
pe Refuse to help Rains Fall 10 
Agree to help Monroe E: 
Archeology for Beginners Refuse to help Monroe 20 
Ki soldiers while retreving the sacred tems 5 
Mrs Sadie Adler, Widow Agree to help Sade +0 
Mrs Sadie Adler, Widow Refuse to help Sadie 20 
6 Do Not Seek Absolution - | Help Archie +10 
Do Not Seok Absolution — Il Rescue Edith E 
01 Mon and Angels Make a donation E 
ee Escort Beau and Penwiope on the tan +10 
ей Penelope's payment ET 
Honor, Amongst Thieves Kil the wagon drivers 5 
Protect John rather than going er the money Gain a rank 
o awm Go fter ће money rather than helping John lose a rank 
Epilogue 1 Rome of the Gentry? | Pay olî he squatters r sj 
Epilogue? | American Venom T Choose otto hang Cast = E | 
Bounty Hunting — All missions. [fetum a target dead or ave С EEE: || 
Bounty Hunting - Mark Johnson Allow the bounty to say s goodbyes [ps 
Loansharking - Algie Davison Kil Ар son | 5 
Absolve the debt +10 
Loansharking - J. John Weathers к=з — — 
Loansharking - Arthur Londonderry Сло additonal money to the amy 220 
Home Robbery - Wilar's Rest ‘Show the widow how to hunt then how to shoot EXT EMI 


Swanger Mission - The Ties That Bind U 


Give the medicine to the convicts 


+10 


AMBIENT EVENTS: HONOR VALUES 


Randomly antagonize or intimidate someone 


Growing decrease” 


EVENT HONOR 
ı | Donate to gang via the tithing box +10. 
|[ Disarm a dueling opponent | +10 
|| Peaceflly surrender to a lawman and serve your imei jail | 5 
Fill rans in town or complete camp chores ——— — ] EVA 
itting crimes +5 
“Watch an animal bleed to death I 1 
Shoot near a civilian. scaring them = T 
‘Steal a horse hitched to a post 1 
Knock out civilians and loot them 4 1 
Trample an innocent with your horse 1 

intimidate or beat someone up during a robbery 5 ] 
E чта. such as dogs. cows and pigs _ - کے‎ 5 
Desecrate the dead (shoot at or use explosives on specific gravos or dead bodies] 10 
Hold up a shopkeeper and steal from registers or sales = 20 


[ Watch your horse while it is writhing in pain without helping I 


Growing decrease" 


Kil an animal and leave without skinning it or stowing it on your horse 
Kill civilian or lawman (doesn't apply when wanted or during missions 


Growing decrease” 


Growing decrease” _ 
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CHALLENGES 


Challenges are gameplay feats that you can complete in sequence to unlock rewards. 


There are nine categories in total, each featuring ten challenges. Completing all ten within a category gives you access to various rewards: attribute 
increases, dollar payments and — perhaps more importantly — reinforced equipment that can be obtained at any trapper shop once unlocked. 


REINFORCED EQUIPMENT 


By completing all ten challenges in a category, you 
will gradually unlock reinforced pieces of equipment in 
accordance with the related theme — for example, the 
Bandit equipment for the Bandit challenges. These are then 
available for purchase at the trapper. They each form sets 
of four pieces: a bandolier, a gun belt, a holster, and an off 
hand holster — each with their own perks. These perks are 
superior to the ones granted by gunsmith equipment, as 
shown in the table to the right 


doe 


_ SET BONUSES 


By obtaining complete upgraded sets, you can add two 
permanent bonus tanks to your main attribute bars. Each 
attribute is associated with three sets, You are awarded a 
first extra tank when you obtain all four pieces in one of the 
related sets, and a second when you complete all three 
as shown in the following table. 


ж № ж 


LEGEND OF THE EAST OUTFIT 


After you complete all challenges in every category, you 
receive the Legend of the East Outfit. Acquiring this provides 
a number of significant bonuses: 


* Cores: Decreases the speed at which all attribute cores 
(including horse cores) drain by 10% 


* Damage: Decreases melee damage sustained by 10% 
* Dead Eye: Decreases the speed at which the Dead Eye 
meter drains by 10% for three seconds (also applies to 


Eagle Eye, but permanently) 


* Attribute Experience: Increases the experience (XP) you 
obtain for all three attributes by 10% 


* Horseback: Decreases the damage you receive while on 
horseback by 10% 


* Loot: Increases money acquired by looting by 10% 


* Weapons: Slows the degradation of all weapons by 10% 


EQUIPMENT PERKS 


UPGRADED РЕАК «i. | REINFORCED PERK ^ 


EQUIPMENT TYPE 


(GUNSMITH) (TRAPPER) 
Ammo capacity for longam | Ammo capacity for longarm 
Bandolier | weapons: +50% | weapons: +100% 
Атто capacity forsidoarm | Ammo capacity for sidearm 
Gun Bet | weapons: +50% | weapons: + 100% 
Holster Weapon degradation rate: -10% | Weapon degradation rate 


% | ase sacs) 


Weapon degradation rate: 
10% (stacks) 


Off-Hand Holster - 


ATTRIBUTE BONUSES FROM SETS 


RELATED 
REINFORCED. 
SETS 


ATTRIBUTE 1" BONUS TANK | 2% BONUS TANK 


* Horseman 
Health | + Sharpshooter 
= Weapons Expert 


Obtain ай four 
all treo of these sets 


Obtain all four pieces 
in one of these sets 


* Bandit 
Stamina | * Gambler 
* Master Hunter 


Obtain all four pieces 
in one of these sets 


Obtain ай our pieces of 
all three of these sets 


Explorer 
Herbalist 
Survivalist 


Obtain all four pieces | Obtain all four piecos of 


all three of these sets 


Dead Eye 


in one of these sets 
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RED DEAD 
REDEMPTION. 


B = = HORSEMAN CHALLENGES 
* LIST OF ALL CHALLENGES * DESCRIPTION UNLOCK/REWARD 
Az Z клы E gs Dau = 1 [>] Kill five rabbits from horseback Horseman Gun Belt rei 
2 o rnp ver trec obstacles in 15 seconds 75 Stamina XP. 55 
BANDIT CHALLENGES ШЕШ. © ET TT TT [Wesen ése || | Missions 
TAA І TEE: ES |e О owe. rag a vein or 3300 te ning yo a S0 Sunira X S10 | 

1 © mm Bandit Bandolier NN о acl ws animals while on hosetach 50 Stamina XP. $10 (ER 

2 КЕД Fob two coaches along the road or complete any two coach robbery missions 25 Dead Eye XP. $5 5 Î ûc from Strawberry to Saint Dens in less than nine minutes without touching any water 100 Stamina XP. $15 
|з о ob te cash register in any four shops in or Bandit Holster 1 ШШ seven enemies rom horseback without dsmounting Horseman Bandolier ا‎ 

4 o ot ree coaches n a dzy 50 Dead Eye XP $10 * o си nine proto rom horseback 10 Sana X315. mes 

0 2 EEEE CIE E o sto Von Horn ви» n less han 17 minutes without touch any water 150 Stamina X $20 EXTRAS 

6 о Steal ve horses and sal them to the horse fona at Clemens Cove 100 Dead Eye XP. $15 | ~ 
IEEE o ооо чана от онон птоз | Bandit Of Hand нна | i Jc PITT gn E mmm 007 | тш 

П ШО Steal seven wagons and sell them to the fence at Emerald Ranch 100 Dead Eye XP S15 

3 9 roc someone and leave them on the raroad three umes 150 Dead Eye XP $20 | MASTER HUNTER CHALLENGES* 

10 ve ENTINILTTILUTNTLTETM Bandit Gun Bat | DESCRIPTION UNLOCK REWARD. INTRODUCTION 
EZ = EE = ШШ © or Master Hunter Oland Kolter || | HORSES 
EXPLORER CHALLENGES* —- : 1 © TUTTI 25 Heh XP: $5 аур 
fl Rank | icon DESCRIPTION | UNLOCKREWARD 3- $ Tack 10 difirent animal peces using your noodle Masi Huma Bonda | | on 
| o ЕТИШЕ D Geta clean й after cating to an animal fve tine 50 Heat XP. $10 Dolar | 
1—2 o ETT Stamina X $$ 5 © sia tivo black o groty boas 50 Heath XP $10 ETSI 

3 о e or Bandolier D о ve coups wih your bon, hen sin thon 100 Heath x. 518 R 

à o Em | 50 Stamina XP. $10 1 DZIEJ Use bot to lure and kil both a herbivore and pred Master Huntor Gun Ba 

5 o ENT [ 50 Stamina XP, $10 в өе Catch thre fish without using a fishing rod 100 Health ХР $15 Ib eee 

6 o Em, [100 Stamina xe. $15 mcs о Catch an opossum playing possum 150 Health XP$20 HONOR 

1 o MM Explorer Gun Bok 1 © Find and kil te legendary panther Gogo Mast Hunt Holster 

1 o mmm 100 Stamina X $15 ad нз das ort ni tang | LAW 

3 [NB ШЕТ. 150 Stamina XP520 ROSY 

10 [ES ҮШ? low Of Hand Holster 
Ls - " Lene Он | ICON DESCRIPTION. 'UNLOCK/REWARD. ROBBERIES 

"Se poge fo eta on was tg = © I Strata Bandolier MURS 
: € = R 2 © teo different animal specie in he same Dead Eye use 75 Dead Eye XP. 55 iM 
RANK. ICON. DESCRIPTION i UNLOCKMEWARD 3 о КИ five fying birds while on a moving train Sharpshooter Holster 
8 Emm Gambler Ho E © 1 enemy al least 0 feet away with a tow tomahawk 50 Dead Eye XP. $10 Fem 
©. ooo cob own and win he hd he ames 25 Dood Eye XP $$ EG о cir animate witout “— 50 Dead Eye XP S10 
© Win tr aes of fv wile Gambler Bandolier 5 e i someone at least 60 tet away wih a long scoped rite 100 Dead Eye XP. $15 | кимим 
© Bust one poker opponent out in each location (Flatneck Station, Saint Donia 50 Dead Eye XP. $10 [E [+] Get seven headshots in a row — io OP || Sharpshooter Off-Hand Holster || | LOANSHARKING 
Ә Wi three rounds ol dominoes without drawing any tes against two or ever opponents 50 Dead Eye XP. $10 = G ESTEER TREE SEUPGS Wee 
о Goat th blackjack dealer in two locations (Rhodes and Van Kom) 100 Dead Eye XP $15 |) о Shoot toe people's hat of in he soma Dan Ey use 150 Dead Eyo XP $20 HUNTING 
9 Bon he a or a o em jt mm ie Verr ETT 10 o ka oc tying bis with tee cnsocutie long scoped ra shots Sharpshooter Gun Ва RA 
© KIT TI TNO" ERC TTT 7C AERA 
о Win owoc hands of poke in a row Gambler O-Hand Holster ч SURVIVALIST CHALLENGES? ыы 
RANK | ICON DESCRIPTION 'UNLOCK/REWARD. || TABLE GAMES 
1 Ө EMH бомай Gun B | | owce 
— [# хх © РТТ 25 Sumina XP $5 E 
ы 3 © Kill fve animals using a Varmint rifle Survivalist Off-Hand Holster 
ә » Зна 5 [M Calc a fish in the Bayou fom a riverboat and while standing on railroad tacks 50 Stamina XP. $10 | 

Н m 7 чыш шш ш ыш. LE — ——— — 6 © Xl a scavenging animal while itis feeding a corpse five times 100 Stamina XP, $15 

‘ о ENTIS ET 1 [БС kai eight smal game animals with consecutive shots, using smali game arrows Sunivalis Bandolier 

i dece RE — lane о Cota homing tomahawk improved tomahawk, volatile dymamte, and volanie fre bole 100 Stamina XP, $15 | 
ڳا‎ 6 те ое 3 Gatch a fish that weighs at least 19 bs 150 Stamina XP. $20 i 
| d з „LET R m [EE © tc one of each type ol fsh ought he word Suna Holster | 
Ia О ETTITITIT 10 Health X S15 _ EN 

E О Pick one oF ach spoces otha 150 Hkh XP. $20 | “Seepage 16 and 163 de rig ad K 

10 oO Season and cook all 11 types of meat. Herbalist Bandolier | WEAPONS EXPERT CHALLENGES 

= = RANK | ICON DESCRIPTION 

= © Ka bree enemies with kie Weapons Expert Holster 

2 6 acc enemies in 10 seconds using oniy throwing ines NEITIINMNNN 
3 б i tree ids of prey using only a tomahawk Weapons Expert Gun Belt 
4 S Kil 10 enemies wih a shotgun using crated ammo 50 Health XP $10 
5 ô ne mounted enemies, wing one throwing ke pert 50 Health XP. $10 
5 СЩ xi tour enemies a the same time with a singe suck of dynamite Whea xe sis | 
UN S e reg the sane mah Weapons ber OF and Fo | 
D & X1 15 enemies using a оосо sidearm 100 Health XP $15 
3 rne unaware enemies trom behind, using the bow 150 Health 520 i 
10 TE ta grody beat without taking damage, using only rowing knives Weapons Expert Bandolier — Ji 
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ТАШ ENFORCEMENT 


Your association with the Van der Linde gang will often necessitate your 
involvement in criminal activities. Every time the law is aware of one of your 
crimes, you become wanted and a bounty is placed on your head. In this section 
we offer a detailed breakdown of the various stages of this process, illustrating 
the consequences of your potential decisions. 


_ THE WANTED SYSTEM 


Whenever you commit a crime, a chain of events will begin with many possible 
branching paths depending on how you decide to behave, 


Asa general rule, encounters with the law are extremely dangerous, and may very 
well lead you to become completely overwhelmed in just a few minutes if you opt 
to resist. Worse, each of your additional crimes (in this case, killing lawmen), will 
add to the bounty placed on your head. This can soon become very costly, making 
it preferable to flee in practically all situations. 


Note that the maximum bounty you can reach is limited to $300 during Chapter 
2, $500 during Chapter 3, and then $1,500 after "Sodom? Back to Gomorrah 
towards the end of the same chapter, 


REINFORCEMENTS | 


If you resist the lawmen sent after you and start Killing them, reinforcements will mana 


soon be dispatched. Should you persis 
the forces sent to deal with you will become much more fierce. 


* Rhodes: Deputized citizens and town mobs appear periodically throughout al 
major shootouts between you and the lav. 


* Strawberry: Deputized citizens and town mobs appear periodically throughout all 
major shootouts between you and the law. 


+ Valentine: Deputized citizens and town mobs appear periodically throughout all 
major shootouts between you and the law. 


* Cumberland Forest: Dogs are dispatched at varying numbers per crime severity 
* Scarlett Meadows: Dogs are dispatched at varying numbers per crime severity. 
+ Annesburg: Marshals arrive on horseback after you accumulate a large bounty. 
* Blackwater: Marshals arrive on horseback after you accumulate a large bounty. 


* Saint Denis: Marshals 


arrive on horseback after you accumulate a large bounty. 


* Tumbleweed: Marshals arrive on horseback after you accumulate a large bounty. 


je 
ZL) 


t, the bounty on your head will increase, and unseen until the gauge is empty. lawmen stop 


by character witnesses the [MM A character witnesses the crime 
scene (<D) and investigates. If you are Il and identifies you (<>), then 
s to report M starts running to report the crime 
the crime without knowing who the 


there is no witness, the crime 
remains unknown to law forces, and 


You are not clearly identified by the witness and 
therefore goes unpunished 


not caught on site by any investigating lawmen. not seen, the witness le 


You are identified, but you prevent the You are identified and the witness manages to escape and 


reporting the crime (using violence or threats report the crime. A bounty is placed on your head and the 
anted system is activated in that state. Each crime is worth 
a specific bounty value, Every instance of a crime increases 

the bounty by its assigned value, The current bount 
automatically shown when you enter a new area, or can be 


played manually by pressing ©. 


Wanted Phase 2: Passively Wanted. If you Wanted Phase 1: Active Pursuit, Lawmen have 

е to escape the red circle and remain been alerted to a crime and are actively trying to 
kill you. On the radar, a red radius circle appears 
around you. As long as the law have you in sight 
the circ id on your position. If 
they lose sight of you, the circle will remain at 
your last known location. 


actively searching for you. 
You do not resist and are arrested 
(only possible with minor crimes). 


i As long аз a bounty i 

increased number of lawmen and bounty hunters 

along roads and checkpoints within the state 

After 12 hours have elapsed, a bounty pos In addition to standard men, extra forces 

can be dispatched if you resist and kill lawmen 

iderness (only for high severity crimes). If you deputy residents, wogons, town mobs, dogs, and 

commit 12 distinct high severity crimes within marshals. The forces dispatched vary by location 

60 minutes, certain towns will go into lockdown. (see “Reinforcements” 

Lockdown results in limited opportunities and 
tions (fewer char ws available, shops. 
closed). If any lawman in the region spots you 
Lockdown ends after 350 


Il occasionally come after you when in the You are taken to the closest jail 


and imprisoned. 


You serve out the prison time and the bounty 
is cleared. 


ur gang 


active pursuit resume 
in-game minutes. 


Crossing 
pursuit, but 


tate lines will conclude 
ill not end the pass 


an active You pay the bounty on your head at any post office 


e phase, Each state in tho дато tracks its own Wanted lovol 
and bounty for you. 


You are once again unknown to law forces. 


RED ДАТ] 


| 
| 
| 
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_ ADDITIONAL SYSTEMS —- 


The following systems are not documented in the game 
by onscreen notifications, but nevertheless play an 
essential role: 


Wanted Score: This parameter increases in the same 
way as a bounty, but resets as soon as active pursuit 
ends. It represents the total crimes committed during 
а single continuous spree, and is used to scale the 
severity of the law's response, 


Wanted Level: There are five hidden levels of law 
response, each triggered when your bounty reaches a 
specific threshold. 


WANTED LEVEL THRESHOLDS 


LEVEL BOUNTY THRESHOLD 
1 E] 

| ERI $50 

зү |  ] 
men $250 

|=" | $1,000 


WANTED LEVEL & LOCKDOWN 


Whenever your wanted level increases, the local 
population and law enforcement forces react accordingly 
At the higher levels — which you are likely to reach quickly 
if you go on a killing spree, or should you commit 12 distinct 
high severity crimes within 60 minutes — the area you are 
currently in will go into lockdown. This turns the area map 
red and prevents use of local shops and restricts access 
to events until sufficient time has elapsed (350 in-game 
minutes), or you die, or your bountyis paid. During lockdown, 
local lawmen will also fortify the area by posting additional 
guards. You will immediately become wanted if seen by the 
law, making it very hard for you to do anything worthwhile 
in the vicinity 


| At wanted level 1 a red outline appears around the town where you were 
seen committing a crime, both on the main map and the radar. A red outline 
is also displayed around the corresponding state. You will face more dangerous 
reinforcements (and in greater numbers) as you progress through levels 2 and 3. 


X ишш тес 
= 


At wanted level 4 the local district enters lockdown and is shaded red if the 
| tew have positively identified you as the culprit During lockdown, lawmen 
| have increased detection ranges, and extra guards patrol in town. 


) h sisia 
р PENITENTIARY 


Note that there are certain areas that are under perpetual lockdown: 
Fort Wallace and Sisika Penitentiary on a permanent basis, and Blackwater 
until you reach the epilogue. There are also situations where a lockdown 
will last longer than usual or cover a larger territory after you complete 
certain story missions (such as “The Sheep and the Goats", “Sodom? 
Back to Gomorrah”, "Blessed are the Meek?", and "A Short Walk in Pretty 
Town") 
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CRIME SEVERITY 


Crimes are sorted into three categories — low, medium 
and high severity. The more severe a crime is, the higher 
the value added to your bounty. With low severity crimes, 
you have the possibility to try to defuse the situation 
when lawmen confront you. You will then be given a 
chance 10 move along without further consequences; if 
you do not leave as permitted, or choose to antagonize 
during the interaction, the severity of the crime will be 
increased — and an arrest or combat will follow. 


DEATH 


Whenever you die, you may have to pay a percentage of 
your current personal savings. Though death can happen 
in all sorts of ways, the most common cause is conflict 
with enemies — particularly the law. 


If you die within an hour of the last time you were killed, 
the percentage of money that you lose increases. This 
can become very costly, which is why it's important to 
generally avoid conflicts that you cannot win. 


The one major exception to this rule is that there are 
no financial penalties applied when you die during 
missions. These costs only apply while you are roaming 
the world freely. Should you plan to cause any measure of 
chaos during your travels, it's usually wise to invest your 
money in purchases or upgrades before you begin. 


DEATH: FINANCIAL PENALTY 


DEATH WITHIN 1 HOUR SAVINGS LOST: 


U 5% | 
5 7 | 
3 10% | 
| 4 13% | 
6° and beyond 20% | 


Here are some examples illustrating how the percentage 
increase is applied only if you are killed within an hour of 
your previous death: 

You die at minute 1, and lose 5% of your cash. 


You die at minute 30 and lose 


e 7% of your cash. 
You die at minute 45 and lose 10% of your cash. 


You die at minute 110 and lose 5 
more than an hour (65 minute: 
you were last killed. 


k of your cash, as 
has elapsed since 


The maximum amount of money that can be debited from 
your funds is capped by the following systems: 


You cannot lose more than 20% of your funds, or 
$150 — whichever is lower. 
You pay nothing if you have $10 or less. 


Again, you pay nothing if you die during a mission. 


RED DEAD 
REDEMPTION. 


CRIME: BOUNTY VALUES 
CRIME SEVERITY BOUNTY 
Animal Cruelty Low (Medium for ils) 
An Ep Li 
Assat E 
| Bank Robbery 35 
[быш 1 $5 
Disturbing the Росс Low $5810 
Intimidation Medium $5 
Jail Break High 35 
Kidnapping High $10 (815 for lamen] 
rmm lew ss 
| Murder High |. S15 820 for lawmen) 
| Robbery Мейит $510 
Low $5 
| ow. Medium for horse theft | $8 ($10 for horse theft) 
| Train Robbery High $50 
Tespassing Low % 
Vandalism low 55 
Low fin towns) / Medium т 


Unarmed Assault 


$5 


_ lin the wilderness) _ 


_ SURRENDERING & FLEEING 


Given how quickly conflicts with the law can escalate and lead to steep 
bounties (particularly in towns where reinforcements are functionally 
infinite], it often makes sense to avoid confrontations altogether. 


One possibility after you commit a minor crime is to holster your weapon 
immediately and remain peaceful. Choose the “defuse” conversation 
option if a lawman investigates; you may just be asked to move along, 
vhich ends the incident if you comply. If your action was serious enough 
that lawmen point their gun at you, you will be offered the chance to 
surrender with ©)/©. Doing so means that you will be incarcerated, but 
it does enable you to prevent the situation from escalating, 


If you can't afford to be arrested, evasion is an excellent alternative. The 
following tips should be of some help: 


* Active pursuit will only last so long as your pursuers can see you. At this 
point, the red circle on your radar will be centered on your last known 
position — in other words, no longer directly on you — and lawmen will 
start searching that general vicinity. This makes it essential to break 
ine of sight when you are being chased, Solid obstacles such as walls 

d houses are the most obvious options, but when you are in the 
wilderness or in areas with few buildings, you can alternatively duck 
into bushes to avoid detection: if you are adequately concealed, lawmen 
will often run straight past your hiding spot 


When you manage to leave the search area (represented by the red 
circle on your map), the wanted gauge on your screen will begin to 
drain. Once it's empty, your pursuers will give up — thereby ending the 
incident. If you are seen before the gauge has fully drained, on the other 
hand, active pursuit will resume immediately 


If the law send bloodhounds after you, these will almost always find 
you eventually. If you see or hear dogs tracking you, your best bet is to 
escape on horseback — or to kill your pursuers 


Riding through trees or underbrush, jumping fences, and crossing 


are all good ways to shake mounted pursuers. Lawmen slow down when 
required to navigate dangerous terrain on horsebaci 
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ROBBERIES 


а VALENTINE DOCTOR 


ABERDEEN PIG FARM (5 | 
TONNES SUCK 
ALDEN (RHODES) 


^ 
RHODES GUNSMITH 


Жа SAINT DENIS GUNSMITH 


* ROBBERY LOCATIONS e 


| 
| 
| 
| 
| 
„I 


— a m 


RED DEAD 
REDEMPTION. 


* COACH ROBBERIES * 


You can rob any coach you run into during your travels, though you | These always consist of two steps 
shouldn't expect any significant profit from this at frst After you complete | 


"The Spines of America" in Chapter 2, it can become more lucrative: from | * Fist, you have to obtain a tip from a post office clerk willing to sell 
that point forward, you can take any stolen coach to the wagon fence | YoU the information. There are two such "discouraged" workers, each 
at Emerald Ranch. Once you complete “Friends in Very Low Places" in | _ leading to three different missions, for a total of six. 


Chapter 3; you atonal unlock kx coech robbery missions Second, open your satchel and read the corresponding note: this will 
| reveal the mission details and the coach's location on your тар. 


HECTOR #1 (STRAWBERRY) — After buying the tip from Hector inside the Strawberry post 
office, head to the ambush location to the northwest of Blackwater, Wait in the highlighted 
area until the stagecoach arrives. You will need to kil the four men in the vehicle itself, but 
you can get the two mounted guards to leave by misleading the driver: greet him while 
unarmed and choose the corresponding dialog option. Once they're gone, eliminate the 
four individuals that remain, then lot the chest at the back of tho stagecoach ~ either with 
а lock breaker or by shooting the lock. 


HECTOR #2 (STRAWBERRY) — This time, Hoctor points you to a railway bridge to the 
northeast of Strawberry. There are many ways to steal the money from the lock box at the 
back of the coach. An effective solution is to call out to the driver while unarmed so that he 
stops the vehicle, then take all the guards by surprise — starting with the driver. 


HECTOR #3 (STRAWBERRY) — Hector now gives you a tip about an armored banking 
coach heading to Strawberry. You will need dynamite to complete this mission. Ride to the 
ambush locaton to tho west. The driver will not stop even il you сай him out, You can Kil 
him (and all the other guards), or instead opt for a more creative approach and place а stick 
of dynamite on the road (B/G), then shoot it when the coach rolls over it. Dispatch all 
targets and, once the coast is сіва, blow open the coach's doors. 


ALDEN #1 (RHODES) — Speak to Alden inside the Rhodes post office and buy the tip 
from him. Inspect the note that appears in your satchel to reveal the ambush location, to 
the north of Rhodes. Wait in the highlighted area until the stagecoach arrives. It is lightly 
‘guarded, with a pair of drivers and two additional guards. To make things casier, greet tho 
driver and mislead him: the coach will stop and a guard will inspect one of the vehicle's 
wheels. If you stand behind the convoy, you con now take out all four enemies with little 
fuss even instantly with Dead Eye if you wish. Once they re all down, drive (carefully given 
your cargo) to the wagon fence at Emerald Ranch. If you happen to run into the law, be sure 
to leave the coach during the fight to avoid damaging it 


ALDEN #2 (RHODES) — Aldon's tip loads you a short distance to the south of Rhodos. 
This coach has a single driver and one passenger, Stop it however you please, Tackle the 
passenger when he flees and convince him to tell you where the money is. Once he reveals. 
that the lock box is hidden under the coach, retrieve its contents bofore leaving the area, 


ALDEN £3 (RHODES) — Alden's final tip takes you to a railway bridge to the north of the 
town. This is a convoy of two coaches with multiple guards, To stop the convoy, kill the 

the front vehicle, then take out the others one by one. An effective strategy here 
up position on the bridge and equip a scoped rifle, then carefully snipe the drivers 
from a safe distance. This will make the battle more manageable: the mounted guards will 
‘come after you first, and you can then deal with the remaining guards when you're ready. 
Loot both coaches before leaving 
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© * HOME ROBBERIES * 


Ali home robberies (with one exception) are available from the beginning of Chapter 2. Your primary objective is to recover a stash and then make 
your escape, but some of these assignments will also give you the opportunity to revisit the building on multiple occasions to continue their side- 
stories — and potentially claim additional loot. 


ABERDEEN PIG FARM — This house is located to the southeast of Emerald Ranch. The key 
prize to loot here is a collection of money cips in an unguarded but hidden lock box that 
you can quietly pier without incident (see accompanying screenshot). I you decide to 
Tansack the entire house, though, you wil need to meet йз two occupants. Brute force is 
an option, of course — but we suggest that you allow the scenario to play out naturally. On 
your frst visit, the couple will mit you for a meal and ofer you а very strong drink. If you 
decline and came back at another time, the woman wil ask you to taste а dish, which you 
can again refuse if you wish. Should you accept either offer: be sure to retur to the house | 


after the cutscene, and search behind the portrait opposite the front door before you turn 
your attention elsewhere. 


CATFISH JACKSONS — This house, located directly south of Braithwaite Manor, is also 
Visited during a loansharking mission, leading to further scenarios (see page 194). It has 
and his son. The more valuable collectibles are found in the son's 

d in a chest hidden in the house's crawl space. You can also take а double 
|. barrelled shotgun from above the fireplace, and threaten the son to learn about the stash 
| location. The events that occur here change over time. Early оп, you will hear an argument 
from outside. If you come back at a later point, the father will be passed out on the porch 
while the son reads in his room. Later stil, the father will be alone and aggressive. In the 
Jast instance, you can visit to witness the son following in his father’s (figurative) footsteps. 


can rob it on your own, but note that you will not be able to access its hidden stash this is 
only possible if you come here with Javier as part of a companion activity (see page 182) 
The family living here wil shoot you on sight. However, it is possible to sneak to the back 
of the area, particularly at night. You can then quietly take out the two individuals - one 
outside the bar and one inside. Afterwards, collect ће valuables hidden in a chest on the 
апт upper platform (accessed via a ladder) You can also find a pump-action shotgun in 
the main house by climbing a ladder in the master bedroom 


CHEZ PORTER - This property ies 1o the noth ol Valentine, ars the Dakota ive You | 
| 
| 


LONNIE'S SHACK – This shack is located in a clearing to the south of Emerald Station. You 
can visit on your own, or with Sean as part ol а companion activity during Chapter 3 (see 
раро 183) As you move close, you will hoar four men engaged in a heated discussion. If you 
want to avoid bloodshed, wait until they all pass out. You can then enter quietly and crouch- 
walk around the sleeping men. If you Kil all but one of them, you can interrogate him to 
make Mim roveal a stash locaton whero a money reward awaits. The shack additionally 
features various collectibles and a weapon a double-action revolver hidden under one 
of the two bunk beds, 


a” 


VAN HORN MANSION — You wil fnd this mansion a short distance tothe south ot | 
Van Нот, If you visit it at night, its two occupants will be sleeping on the lower flor. 
You can err on the sido of caution and dispose of thom first, but it's perfoctly possible 
to loot the building quietly. There are several collectibles to pick up, as well as cash on 
the wooden table. 


WATSON'S CABIN — This cabin is located to the northwest of Wallace Station. Initially, its 
only occupant is an elderly woman who mistakes you for someone else and allows you to 
enter the back rooms without complaint. Climb down the ladder to reach the cellar. where a 
weapon awaits: the semi-auto shotgun. On a subsequent visit you will hear the woman and 
her four sons arguing inside the cabin — or the sons only if she did not survive your earlier 
encounter, I you try to enter, they will attack you immediately. Eliminate them and you will 

box on the kitchen table. I you never kil 
he woman, you will find her decaying corpse in the bed during the Epilogue. 


| 
| bo able to loot the entire house, including the loc 


180 


WILLARD'S REST (CHAPTER 6) — This house is situated near the northeast edge of the 
world map. You can interact with the lone occupant after you complete the “A Fork in the 
Road” story mission during Chapter б. First you will need to show her how to hunt. If you 
соте back at least two days later, you will give her a shooting lesson and get an opportunity 
to loot а jewelry box. On a subsequent visit at least four days later, Charlotte will invite you 
to help yourself to any of the collectibles available in her house. You will have a chance to 
do this again during the game's epilogue. 


* SHOP ROBBERIES * 


While you can rob shops whenever you wish, some have small stories to tell — and additional rewards for you to claim. In each instance, you first 
need to investigate certain clues. Once you have enough information (as revealed by an onscreen notification), you can hold up the shop owner and 
reveal their secret. 


| RHODES GUNSMITH - Interact with the young man through the basement window 

screenshot). After he tells you what happened to him, enter the shop and press £y as 
you hold the gunsmith up to order him to take you to the basement. Shoot the young 
|| man's chains if you wish, then loot the room. The box contains a weapon: the Lancaster 
| repeater. 


SAINT DENIS GUNSMITH - Inside the gunsmith store, walk to the far side of the room and 
knock on the security door. Return to the shop owner and press € as you hold him up to 
make him open the door. Quietly dispose of the guard on the other side (a melee attack with 
а firearm will offer a quick takedown), then climb to the top floor. Open the second door 
to uncover an illegal poker room. Quickly coldcock the guard to mako sure that no shots 
will be fred during the robbery, therefore preventing an unnecessary tangle with the law. 
There's money for you to retrieve on the table, but you can gat much more by threatening 
the players until they reveal a safe on the nearby wall, Help yourself to the other collectibles 
before taking your leave 


STRAWBERRY GENERAL STORE _ Peek through the general store's basement window 
to discover a secret moonshine cellar. Head upstairs and press €» as you hold up the shop 
‘owner to make him open the trapdoor leading to the basement. You will then need to 
threaten him to make him reveal the existence of a loose brick in the nearby wall by the 
still Inspect it to complete the robbery = and fee! free to loot the rest of the cellar on 
your way out 


VALENTINE DOCTOR - There are two different security doors that you can interact with 
here: one їп the doctor's surgery room, and one ouside at the back of the building. Knock 
an either door then head back tothe doctor and pres £5 as you hold him up a male him 
open the back room. Be ready to face a handful of enemies inside (Dead Eye can really help. 
here), but note that this shootout will lead to an inevitable brush with the law. Before you 
escape, quickly take the money and the Schofield revolver in the loot box on the table. We 
suggest you sprint outside and flee on horseback to avoid ending up with a large bounty 
on your head. 
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nga train to ay from p da ay 
a feature unlocked after you complete the “Pouring as it decreases the law response should a witness report t 
Forth Oil” story mission during Chapter 2 


ght train, you will find a fe tibles and generally 
The following notes should prove useful a single chest. Passenger trains tend to be more interesting, a: 
they feature more chests, in addition to passengers that you can 
* You can board a train that you intend to rob in two ways. The 
first option is to jump on the train as you ride alongside it: pre 
© /@ when the corresponding prompt appears on your screen 
You can then loot the train while it's till moving, but it usua 
makes sense to stop it first to avoid any chances of running 
into the law. To do so, head to the engine car and threaten or 
incapacitate the driver 


hold up. Threatei at them as required to them of 
their valuables. 


* You can also climb aboard a train when it stops at a station — but 
the drawback is that this will expose you to witnesses and make 
it hard to remain unnoticed. 


* Trains are typically guarded by a handful of men that you will 
need to dispose of. If you throw one of these from the moving 
train and he doesn’t die, be aware that he will likely report your 
crime. 


'* TIME-SENSITIVE ROBBERIES + 


Certain fellow gang members will offer you companion activities during ^ ROBBERIES: OVERVIEW 


the story, many of which involve robberies, Note that these are time: 


sensitive missions that can only be completed while the gang is based AVARABILITY со | COMPANION ACTIVITY 
at a specific camp — in other words, during a particular game chapter. Chapter 2 a poem 
Check the accompanying table to ensure that you do not miss any of || Horseshoe Overlook Camp |ы Y 
these opportunities. © 
Scan Coach Robbery 
Chapter 3: = 
| clemens Pont camp © » Dow 
a Sean Home Robbery 
= PPE" 
Chapter 4: 
Shady Belle Camp Micah Coach Robbery 


| 


* Also available during Chapter 3 
** Exclusive to owners of the Special/Ultimate Edition of the game 


HOME ROBBERY: JAVIER (CHAPTER 2 OR 3) - Talk to Javier at camp and 
follow him to the Chez Porter property north of Valentine. Observe the barn 
through your binoculars, then walk with Javier behind the shed before taking 
cover behind the designated rock. Once he starts a fire, shoot the men why 
come to investigate, then deal with the rest of the family entrenched in the cabin 
and in the Бат, You will ind your reward in the barn, in a stash hidden under a 
storage crate: help Javier to push the latter obstruction aside with ©)/ ©). Javier 
will leave at this point, but there are more valuables nearby. In the barn, climb 
the nearby ladder to find a chest full of money on the upper platform. You can 
then scour the cabin and main house for assorted collectibi 
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COACH ROBBERY: SEAN (CHAPTER 3) — Speak to Sean at camp. then mount 
up and follow him toward Valentine. At the ambush site, equip your favorite 
weapon and take cover behind the designated lag. When the coach is stopped by 
Mary Both, you can either wait for Sean to take the first shot, or do so yoursel! 
Once the fight begins. efminate ай guards. The final one will ry to take Mary 
Beth hostage: activate Dead Eye and take him out with a headshot. Loot the 
coach with @/@, then leave the area quickly, 


COACH ROBBERY: BILL (CHAPTER 3) — Speak to Bill at camp, then ride with 
him to the northwest of Dewberry Creek. Things don't go according to plan when 
the coach arrives, leaving you with no other option than to chase it and kill the. 
guards while on horseback. At ful gallop, adjusting headshots can prove a little | 
awkward: feel fee to aim for body shots or activate Dead Eye. Alternatively, you 

сап get a head start while Bill and Tilly are arguing, before tho coach arrives: 
trot to the junction а short distance ahead to intercept the convoy. From this 
position, a Dead Eye burst can be enough to take down all guards at once, Once 
they have been dealt with, lat Bill plant a stick of dynamite, then shoot it from a | 
safe distance. Loot the coach and leave to ensure that you are not spotted close 

to the crime scene | 


HOME ROBBERY: SEAN (CHAPTER 3) - Talk to Sean at camp and follow him to 
Lonnie's Shack, located between Rhodes and Emerald Station. Take cover behind 
the logs while Sean speaks to the thug at the shack's entrance: this puts you in 
a perfect position to eliminate all foes once the shootout begins. Make sure you 
leave one outlaw alive: interrogate him to learn about the stash's location, then 
examine the plank in the southwest corner of the house to complete the mission, 
Don't miss the opportunity to search both rooms before you leave: there are 
various collectibles to acquire, including a double-action revolver hidden under 
опе of the bunk bods. 


BANK ROBBERY: CHARLES (CHAPTER 4)* — Follow Charles to the Rhodes. | 
bank Tako out the ono guard silently from behind [with a bow shot, for example), 
than walk to Charles and unspool the wire to the marked position, Atar you push 
the plunger to trigger the detonation, climb through the opening in the wall 
Inside the bank, force the three safes open by pressing ® /@) repeatedly. When 
the law arrives, sprint to your horse and бее. By riding straight to the south, you | 
can escape the search arta relatively quickly Once the coast is clear, ride back 

to camp to complete the assignment. 


* Exclusivo to owners of the Spocial/Ultimato Edition of the game 


COACH ROBBERY: MICAH (CHAPTER 4) — Speak to Micah at camp, then 
ride with him until he asks you to take cover behind a tree, Wait until the 
coach arrives, aligning your reticle on the dynamite that Micah planted in 
advance. As soon as the coach rolls over the explosives, shoot them to stop 
the vehicle, Kill the survivors with quick headshots, then loot the coach and 
leave the area. 


COACH ROBBERY: LENNY (CHAPTER 4) You vill ind Lenny inside the Shady | 
Belle mansion. Follow him to the ambush location and take up position with him. | 
behind the designated rock. A few seconds after he starts robbing the coach, 
several lowmen will emerge from the vehicle feel free to start shooting as soon 
as you see one. A well-timed Dead Eye volley should make it easy to take them all 
down. Once the ill-fated robbery is over, be swift to make your escape. | 
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BOUNTY HUNTING 


The first bounty hunter assignments are unlocked after you complete requirements. Taking them in alive is always preferable: it's a little 

‘Good, Honest, Snake Oil” — a time-sensitive mission that is available more work (as you have to stun or lasso the outlaw, then hogtie them), 
from Chapter 2 to the end of Chapter 5 ("That's Murfree Country". | but you will get to enjoy a conversation with the prisoner on the retum 
These all have the same broad structure: | journey 


First you need to inspect the poster of a bounty on a notice board 
in a sheriff station or post office. 


After you turn in a bounty, don't forget to collect your reward at the 
desk of the lawman in charge. 


The general location of the individual in question is then marked on | Note that bounty hunter missions are temporarily unavailable when you 
your map. Head to the specified area, locate your target, and deliver | reach Chapter 6 in the main storyline. You can resume them once you 
him or her back to the law — dead or alive depending on the mission's | complete "Gainful Employment" toward the end of Epilogue 1 


LINDSEY WOFFORD (DEAD OR ALIVE) 


Ave 
Walkthrough: Те postr is found inside the Saint Denis police station. Head to the highlighted area | 
to the east of Emerald Station. Your target is located in a well-guarded fort. A major shootout begins | 
when you approach the structure's опу entrance on the north side. Wo suggest vou take cover behind 
her wall by the entrance to avoid being Hanke. Pnontze the Lemoyne Raider manning the turret, | 
then dispatch al the others. Once опу Wofford is left. sprint to his posto in the southwest tower and 
coldcek him with a weapon п hand before you hog him and head back 


lity: Complete “Good, Honest, Snake Oil" (Chapter 2) 


ELLIE ANNE SWAN (ALIVE) 


Availability: Complete “Good, Honest, Snake Oi” (Chapter 2) 
Walkthrough: This poster is available in Valentine's sheriff station building. Head to the marked area, 
a short distance to the east of Wallace Station. Ellie is in the middle of a discussion with her boyfriend 
under a rock overhang by the river. Your goal here is to capture her alive: the boyfriend is mostly 
irrelevant. Run straight to her with a firearm in hand and knock her out with a melee attack: you can 
then incapacitate her companion. Note that she will attack you with a knife if you deal with the boyfriend 
first, making hor far more dangerous. 


JOSHUA BROWN (ALIVE) 


Availability: Complete “Blessed are the Me 
lockdown 

Walkthrough: This poster is found in the Strawbery jail. Ride to the abandoned mine northwest of 
town and inspect the campfire at the entrance. After the cutscene, an automatic Dead Eye moment is 
triggered: hold B/G lightly when prompted to fill up your meter, then fully to initiate the actual slow 
motion affect You can then align your reticle on Brown's right hand and fire before he can even grab his 
gun. Chase him as he runs away and stop him with either a tackle (© /)] or your lasso. 


0" (Chapter 2) and wait until Strawberry is no longer under 
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MARK JOHNSON (ALIVE) 


‘Availability: Complete "The Joys of Civilization” (Chapter 4) 
Walkthrough: You wil find this poster in the Rhodes train station. Your bounty has set up camp in the 
designated area to the northeast. He will surrender immediately and ask if he can say his farewells to his 
family. f you accept, you will gain a nominal honor increase, but will be ambushed on the way back if 
you refuse, the return journey will be less eventful, Either way, equip your lasso and hogie him, then ride. 
back to Rhodes. After you pass under the railway bridge, Johnson will cut himself free: capture him with 
your lasso and once again stow him on your horse. И you allowed Him to speak with his зоп earls, this is 
when the ambush wil occur. A handful of men will attack you; fel fro to either shoot or outpace them. 


Availability: Completo tho "Mark Johnson” bounty hunting mission and loot the Old Harry Fen shack 
(see page 339) 

Walkthrough: This poster is displayed on a wall of the Rhodes train station, Head to the cabin by the 
road just southeast of Braithwaite Manor. You will be assaulted when you enter, allowing the bounty to 
escape. Equip a weapon to quickly knock out your assailant with a melee hit, then whistle your horse 
and ride to the highlighted area to the northwest. The bounty is hidden in a cotton field ~ more precisely. 
at the northwest edge ol the highlighted zane, He will throw а fire bottle when you approach. Keep your 
eyes on him from this point forward (though he will also be marked on the radar) until you can lasso and 
hogiie him, then take him back to Rhodes 


ANTHONY FOREMAN (ALIVE) 


Availability: Complete "Gainful Employment" (Epilogue — Part 1); only accessible if you did not kl 
Anthony Foreman at the end of "No, No and Thrice, No” during Chapter 4 

Walkthrough; You'll find this poster inside the Saint Denis police station. Make your way to Doyle's | 
Tavern, a short distance to the northeast, and question the bartender. Foreman will make a break for it 
during the conversation: give chase immediate, frst on foot and then on horseback. Once you catch up. 
stop him with your lasso and hogtie him as usual before taking him in 


OTIS SKINNER (DEAD OR ALIVE) 


Availability: Completa “Gainful Employment" (Epilogue - Part 1) 
Walkthrough: Pick up this poster in the Blackwater police station and ride to the highlighted area, to 
the southwest of Manzanita Post. Make your approach from the east: this will enable you to fight the 
group of Skinners from the top of the large rock right by their camp. From your position, pick off your foes 
with headshots, making sure you don't hit the bounty il you want him alivo noto that he's the only опо 
wearing a tall hat. Be ready ta deal with dogs and enemies wielding machetes should they approach you. 
Once it's safe to do so, sprint to your bounty. Equip a firearm, coldcock him with ©/@ at close range 
then hogtie him. More Skinners will arrive as backup: Kill them if you have to, otherwise stow the bounty 
on your horse and gallop back to the Blackwater police station. 


ELIAS GREEN (DEAD OR ALIVE) 


Availability: Complete “Gaintul Employment" (Epilogue - Part 1) 
Walkthrough: You wil find this poster in the Blackwater police station. Head to the designated area, 
just west af Beecher's Hope. Investigate the small camp in Eagle Eye mode to reveal tracks: locking them 
with D/E reveals a new highlighted area deeper into Skinner territory to the southwest, Several 
Skinners are gathered there with your bounty. Approach quietly and you can secure а free kill to open 
hostilities: ether Elas himself (he wears a bearskin hat) f you want him dead, or one of his accomplices. 
If you intend to capture him alive, dispatch the Skinners with quick headshots (optimally via Dead Eye). | 
Elias will immediately sprint to his horse in an attempt to escape. If you are efficient in dealing with the 
others, you can rush over and knock him out before he can mount up. 


JOAQUIN ARROYO (ALIVE) 


Availability: After completing “Gainful Employment" (Epilogue 1) and witnessing the “Del Lobo 
Execution" chance encounter in Tumbleweed (see page 226) 

Walkthrough: This poster is found in the Tumbleweed jail. Head to the bam directly southwest of 
Benedict Point. As you got close, you can eavesdrop on a conversation whore two Dol Lobos discuss if 
they should murder a terrified young man. Kill them and question their would-be victim to learn about an 
imminent train robbery. Gallop to the waypoint to the west, where you will find another three Del Lobos 
by the railroad. Joaquin Arroyo is the one wearing a red shir, so do not shoot him if you plan on keeping 
him alive, Instead, stay on horseback and dispatch the other two with quick headshots, then chase and 
capture Arroyo as he flees. 


ESTEBAN CORTEZ (DEAD OR ALIVE) 


Availability: Alter completing "Gainful Employment" (Epilogue 1) and мі 
Execution” chance encounter in Tumbleweed (see page 226) 

Walkthrough: This poster is found in the Tumbleweed jail. It leads you to a mine southwest of 
Tumbleweed, where you will find members of the Del Lobo gang shooting sticks of dynamite in midair 
Use the commotion to take them by surprise. Once the coast is clear, enter the mine and dispatch the 
guards. Your target awaits at the end of the tunnel. Sprint to him and punch him with а firearm in hand 
to knock him out instantly. You can then hogtie him. As you exit the mine, three Del Lobos will attack 
you from above: tum around and take them out with quick headshots with your best sidearm before you 
take Corter back to Tumbleweed 


sing the "Dol Lobo 
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STRANGER MISSIONS 


Help a Brother Out" (see page 76) 

“Fatherhood and Other Dreams" (see page 77) 
Do Not Seek Absolution” (see page 99) 

"0f Men and Angels" (see page 100) 

"The Course of True Love" (see page 100) 


а 


This section details unlock conditions and offers walkthroughs for 
stranger missions — optional assignments that involve colorful characters 
AIL of these individuals are initially identified as "strangers" and marked 
with (7) when you first approach their locations — it's only after you 
interact with them that their names are revealed. 


Note that certain time-sensitive stranger missions are covered in the | Some endeavors that technically qualify as (or begin with) stranger 
chapter of this guide dedicated to story missions. These are: missions are so substantial that they are covered in their own dedicated 
sections later in this chapter. 
We Loved Once and True” (see page 48) 
Brothers and Sisters, One and All” (see page 76) 


ARCADIA FOR AMATEURS — I TO V 


Availability. Chapter 2 onward. 
Walkthrough: You can meet this stranger, Albert Mason, by the river just southeast of 
Strawberry (EB). After your first conversation, head to the highlighted area, The coyote that 
stole Mason’s bag will run to the west, between two shacks: hit it with any weapon, then 
retrieve the bag and deliver it back to the photographer. Two in-game days later, Mason can 
be found to the northwest of Wallace Station (ff). When the wolves attack, take them out 
in any manner you see fit. Brief bursts of Dead Eye can be useful here. Your next encounter 
occurs а short distance to the north of Emerald Ranch, after at least 48 in-game hours have 
elapsed (i), Alter your conversation, mount up, ride lo the wild horses to the northwest 
and herd them back toward the waypoint. Albert Mason appears for the fourth time on the 
ast side of the Lagras swamps. again at least 48 in-game hours later (E). Once in the boat 
your goal is to row to the three highlighted areas in tur. At the westernmost highlighted 
area, Mason wil ask you to jump off the boat and lure the alligator. For the final, cutscene- 
only encounter, Mason is found at a beautiful viewpoint just north of Horseshoe Overlook 
(EB. a minimum of two in-game days after the previous stage. 


THE SMELL OF THE GREASE PAINT - 1 8 II 


Availability: Chapter 2 onward. 
Walkthrough: Miss Marjorie, the stranger who will give you this mission. is engaged in 
an argument with hor fiend Bertram inside the Van Horn saloon (E). Whon the opening 
cutscene ends, defeat Bertram in a fist fight. Block each of his attacks and follow up with 
extended counters to make short work of him. Afterwards, head to the highlighted area 


to the southwest of Van Horn to find Magnifico camping in the woods (B. As soon as 
he escapes, chase after him until you reach the river. If you lose sight of him due to the 
smoke, consult your radar, Cross the iver and search the three colored smoke clouds 
then resume the chase, When he disappears again. look for him in the nearby tree. Run 
after him one last time, following the blips on your radar, until a cutscene is triggered 
If you head to the Saint Denis theatre after this. you will have a chance to watch a lve 
performance of Miss Marjorie and hor troupe, Alter the show, speak to the ticket takor to 
receive a letter rom Miss Marjorie and the cut of the proceeds you were promised. 


OH, BROTHE 


TO I 


ability: Chapter 4 onward 
С Walkthrough: Approach the two brothers arguing outside Valentine's general store (E 

After the cutscene, shoot the bottles above their heads, triggering Dead Eye to ensure that 
you don’t accidentally kill them. On a subsequent visit to Valentine at least 24 in-game hours 
later, you can meet Proetus and Acrsius again in the backyard of the saloon (80). This time 
they wil ask you to punch them. A further 24 in-game hours later, at your earliest convenience 
thereafter, the twins take on ther ultimate challenge at Cumberland Falls, to the west af 
Valentine (IB. Push the barrels, then get on your horse and ride with Helen to the highlighted 
arta downstrcam. 


Availability: From the beginning of Chapter 2 to the end of Chapter 6. 
Walkthrough: Head to the northwest part of Saint Denis, close lo the tailor, to find a lady 
raising money for the construction of a building for veterans and their families. Donating 
the $20 she asks for leads to a small honor gain. Н you choose to loot the lock box instead, 
you will receive a few dallars— but lose a large amount of honor and be chased by the law. 
Either way, the proposed structure will actually be buit by the time you begin the game's 
epilogue 
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HE'S BRITISH, OF COURSE — I & 1 


Availability: Complete "The New South" (Chapter 3). 
Walkthrough: This stranger is encountered between Emerald Station and Rhodes, sitting 
оп an overturned circus caravan. After your conversation, head to the highlighted area to 
the southwest of Emerald Station, where you will find the "zebra". Walk to it and calm it, 
ог capture him with your lasso, before riding it back to Margaret 


Complete the previous part o this п 
Walkthrough: Head to the northeast edge of Rhodes to find Margaret's assistant. Look 
for the trail in the nearby shrubs using Eagle Eye, then follow it northward until you find 
the dead "lion". Put the corpse in the wagon then take cover behind the designated log 
Опсе the “tiger” jumps inside, shut the door to lock it in. Drive back to Margaret's camp 
10 complete the assignment 


HE'S BRITISH, OF COURSE — IV & V 


Availability: Complete the previous part of thi mission. 
Walkthrough: Margaret's final missing animal is located at Emerald Ranch, inside tho barn 
Follow its trail, then head back outside and run to the stalls just north of the barn, Tag the 
beast’ head multiple times during the automatic Dead Eye moment, then fire to take it out 
Don't forget to collect your trophy (а lion's paw) before you return to Margaret's camp to 
end the mission and receive an emerald. 


NO GOOD DEED 


‘Availability: Complete “American Distillation” (Chapter 3} and any two other story missions 
can bo started between Bam and брт only. 

Walkthrough: You will find this stranger seated on a wooden crate to the northeast of the 
Rhodes saloon. After the cutscene, ride to the waypoint to the northeast. The wagon you're 
looking for is by the river on the southwest side of Macomb' End. To reach it though, you will 
need to defeat a group of thugs. Stealth ts not an option here, so approach from the front, pick 
off a target to start the fight, then take cover behind a tree. Push forward whenever the coast 
is dear until ай men are down, then drive the wagon back to the doctor, A couple of mounted 
foes wil attack you during the journey back. but these pose no real danger. 


THE INIQUITIES OF HISTORY 


Availability; Complete “An Honest Mistake” (Chapter 3) 
Walkthrough: This stranger, Jeremiah Compson. les on a bench outside the train station 
in Rhodes, Alter speaking lo him. make your way to his old house to the north, Enter va 
the back door and start looking for Compson's belongings. Tho frst ono, the antique pocket 
watch, rests on the fireplace in the living room. There are also four letters that you can | 
collect learn а Ийе more about Jeremiah. Nas, head to the second fireplace: when you 
examine the photo on it two thugs armed with knives wil appear. You can fight fair and | 
4 


square, alternating between blocks and counters, or draw à weapon to take them down 
with instant headshots. After the fight, pick up Compson's broken pistol and walk to the 
trap door in the parquet floor. Open it and head downstairs to find a secret basement, where 
the ledger awaits (along with a diary Once you have all three items, speak to Jeremiah at 
the waypoint. Note that you will gain honor if you kill him af 


confronting him. 


THE TIES THAT BIND US ~1 & Il 


‘Availability: Complete “Tho Joys of Civilization” (Chapter 4) 
Walkthrough: You con find two prisoners (Mr Black and Mr White) outside Rhodes. They 
ask you to remove five wanted posters that are displayed in the town. One of them is in the 
hands of a bounty hunter outside the saloon, He will refuse to give it to you, so you will 
need to loot it after whatever measure of force you deem appropriate. Two posters are found 
on telegraph posts: one opposite the doctor's office, the other outside the gunsmith. You'll 
need to beat up the man leaning against the latter first. so be mindful of witnesses. The 
final two posters are posted on noticeboards: one inside the train station, the other right 
neat to the sheriff's office. Once you have retrieved all fve. meet up with the two fugitives 
ata campfire directly south of the train station. AL this point, you can either capture the two 
convicts for the bounty reward (and end the mission strand here), or burn the posters to 
trigger the next part of this mission. 
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THE TIES THAT BIND US — III TO V 
Availability. Complete the previous part of this mission, choosing to burn the posters. and 
wait at least 24 in-game hours 

Walkthrough: The two fugitives have now set up camp by Dewberry Creek, to the north of 
Rhodes (88i & RI). They are both sick and ask for a health cure. If you decide to help, feel 
free to give them the item immediately; if you don’t have one to hand, il can be crafted or 
purchased from any doctor. Doing so unlocks a final potential encounter with Mr Black and 
Mr White at least one in-game day later. This occurs in the wilderness, to the northwest 
of Strawberry (EJ). Head toward the raised wooden cabin to witness their bickering опе 
last time. 


THE ARTIST'S WAY - I TO IV 


Availability: Completa "The Joys of Civilization" (Chapter 4. 

Walkthrough: The stranger behind this mission strand is found at Doyle's Tavern in Saint 
Denis. One in-game day after this first encounter (B. you can meet Charles Chatenay 
again — this time in a precarious situation in a back alloy at the heart of the city (I). Deol 
with the man pointing a gun at Chátenay to save him. Another 24 in-game hours later, pay 
hima visit at the nearby art gallery (CE) between Gom and брт. Assist him during the brawl 
then walk with him. Finally. 48 in-game hours later, you will find him disguised as a woman 
close to the gunsmith (E), where ho will need you to escort him to the docks. Just as you 
reach his ship, a few men will attack. Punch them with a firearm equipped to knock them 
ош instantly. After two in-game days, you will receive a letter from Charles; he informs 
you that the drawing he gave you during the opening cutscene is now worth much more. 
Feel free to sall it at a fence if you need money, 


A BRIGHT BOUNCING BOY - I 


Availability: Complete “The Joys of Civilization” (Chapter 4): between Gam and брт only. 
Walkthrough: This stranger, Marko Dragic, is found in the park in the southwest of 
Saint Denis during the day. After the cutscene, you gain control of a boat on the lake. 
Using broadly the same commands as when riding a horse, your goal is to destroy 
stationary warships (il) while avoiding or blowing up the mines on the way; the latter 
hazards will home in on you if you get close, so maintain a safe distance at all times. 
Return the boat to the dock when you're done, then repeat the same task — this time 
on moving sailboats. Wait in your starting position to stay clear of the mines and let the 
sailboats come to you, taking their speed into account when you fre 


A BRIGHT BOUNCING BOY — I! 


Availability: 24 in-game hours after you complete the previous part of this mission; only 
available if there is an active thunderstorm, 
Walkthrough: Visit Marko Dragi at Doverhil between 10pm and Sam, in the far northeast 
corner of the world map. He needs you to place lightning conductors in electrostatic fields 
To find them, you have a detector that you can aim by holding (2720: the сой ashes 
more rapidly as you approach an appropriate position. Head to the highlighted area right in 
front of your starting point and use the device to locate the first field. Press @)/@ to place 
a conductor. Repeat this with the next two: the second is up the hill directly northwest of 
where you placed the fist detector, and the third then lies to the east. Return to the lab 
once al three conductors are in position. Next, you need to climb the tower opposite the 

| lob entrance using the long ladder by the central pillar. Inspect the switching array and 


operate the switches as follows: frst the two side swmches ın either order, and then the 

middle switch. Return to the ab when you're done On a subsequent visit to the lab, at 
|. іаѕ 48 in-game hours later, you will have a chance to acquire tho electric lantern and find 
out what happened to Marko in the meantime This leads t ће appearance of a special 
Character that we cover on page 234. 


THE MERCIES OF KNOWLEDGI 


тоу 


Availability: Complete "The Joys of Civilization” (Chapter 4. 
Walkthrough: This stranger is a professor located in the Saint Denis slums in the northeast. 
of the city. After the cutscene, head to ће Rhodes train station between Bam and 6pm and 
ask Alden, the clerk, about the moonshine. Read the note in your satchel, then make your 
way to the ambush site at the three-way junction in Bluewater Marsh, north of Saint Denis 
This is a fairly routine coach robbery: сай out to the driver to maka him stop the wagon, 
then move to a position where you have a good angle on the guards and take them all out 
in rapid succession. As you drive the wagon back to Professor Bell, be mindful that your 
cargo is fragile: you need to move slowly and carefully to avoid bumps. After the cutscene, 
ride to the police station and talk to the chief behind the counter. In exchange for the permit 
required by the professor, he demands a payment of $100. If you negotiate, you can haggle 
this down to $50 (asking aggressively has the opposite effect, bumping up the price to 
$150). Pay him, then return to Bell 
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THE MERCIES OF KNOWLEDGE - V TO VII 


Availability: Complete the previous part ofthis mission. 
Walkthrough: The professor, stil in the Saint Denis slums, now asks you to capture a 
subject for his experiment — а bounty by the name of McDaniels. Read the poster in 
your satchel to reveal the whereabouts of your target, who is found to tho northwest of 
Emerald Station. The man has set up camp with multiple companions just north of the 
railway. Stealth is not an option here, and the bounty will attempt to escape soon alter 
You are detected. It therefore makes sense for you to remain on your horse the whole time. 
Dispatch a few enemies, then chase your target as soon as ho flees. You must capture him 
alive, so lasso and hogtic him, then take him back to the professor in Saint Denis, being 
ready for a potential ambush on the way. The finale of this mission takes place in front 
af the gallows in the center of Saint Denis, at least 24 in-game hours after the previous 
step. Loot the body of the professor before you leave to obtain the electric chair blueprint 


THE WISDOM OF THE ELDERS 


Availability: Complete "Fleeting Joy" (Chapter 5) 
Walkthrough: Head to the base of the long railway bridge directly to the west of Van 
Horn. Pick the man up when he collapses and carry him back to Butcher Creek, a short 
distance to the north 


THE WISDOM OF THE ELDERS 


‘Availability: 24 in-game hours after you complete the previous part of this mission; 
between 12am and Zam only. 

Walkthrough: Head to the highlighted area behind the house and kill the mangy dogs that 
attack you. Note that melee attacks followed by hip shots work well to repel them if they 
get too close, A second highlighted zone now appears by the bridge: run there and save 
the villager, then assist a second individual that runs across the bridge. Afterwards, escort 
them both back to their building. 


Availability: Complete the previous part ol this mission. 

Walkthrough: Ride to the forest to the southwest of Butcher Creek, You have 13 cursed 
objects to destroy іп ће highlighted area. They all hang from trees, with their wind chimes 
revealed when you activate Eagle Eye. The most reliable way to spot them, though, is to 
keep an Y: whenever you move within proximity of a cursed object, a red 
dot briefly appears on wowing you its exact position. Return 10 Obediah 
when you're done. 


THE WISDOM OF THE ELDERS — IV 


> 


Availability: Complete the previous part of this mission Р 
Walkthrough: Ride to the mine to ће northwest of Butcher Creek. Тар 0/0) repeatedly to 
remove a plank from the entrance, then walk inside. After the explosion, head through the 
‘opening on your loft. You will soon notice that the fumes tako a gradual toll on your health 
meter. This serves as а time constraint, but you should still stop and loot the bodies on the 
way — some о them are holding valuables. Keep advancing through the network of tunnels 
until you reach the exit, A cutscene is triggered as you retum to Butcher Creek. When it ends, 
collect the bil stacks and the letter on the nearby table before you leave. 


‘Availability: Complete “The Gilded Cage" (Chapter 4) and open Mayor Lemieux's letter 
between 10pm and Sam only. 

‘Walkthrough: This mission begins at the mayor's house, on the northwest edge of Saint 
Denis. After the cutscene, drive to the art gallery to the east. Once you reach Professor 
Shiftacre, follow him from a safe distance. After he takes a left and walks toward the 
fountain, with no witnesses in sight, confront him. You will need to beat him a few times to 
intimidate him sufficiently Return to Jean Marc to complete this assignment. 
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Availability: Complete the previous part of this mission and open Mayor Lemieux s second 
letter; available between 10pm and Sam only. 

Walkthrough: After visting the mayor s house, head to the highlighted area to the north 
of Saint Denis. When the red coach arrives, trot alongside it and press 3/69 to jump on 
board. Follow the onscreen prompts to intimidate Hector Fellowes. 


REET BURNT OUT - 1 TO V 


‘Availability: Complete “The Landowning Classes" (Epilogue 1). 


RED DEAD 
REDEMPTION. 


@ IDEALISM AND PRAGMATISM - Ill 


| Availability: Completo the previous part of this missi 
10pm and Sam, 
Walkthrough: Your target this time is Jean Marc, the man that accompanied you during 
your earlier “meeting” with Professor Shiftacre. Head to Rue de Zacharie, a couple ol blocks 
to the south, and confront Jean Marc as he's about to enter his house. You now need to 
сапу him back to the mayor's house without being detected. To do so, walk through the 
park right in front of you, use the exit on the northeast side, thon head west followed by 
| north to reach your destination. After following Lemieux to the back of his property, you 
{ have a choice to make between killing Jean Mare (in which case you'l need to drop his 
body in the wator) or lotting him go (which leads to an honor gain). If you opt to kill Jean 
| Mare, you will lose a little honor, but enjoy a permanent 10% discount in all shops in 


n visit the mayor's house between 


Saint Denis. 


THE VETERAN 


Availabilty: Chapter 6 onward 
Walkthrough: You will find this stranger seated against a rock by O'Creagh’s Run, to the 
west of Anneshurg. After your conversation, run toward the highlighted area to the east 
You will soon see the man's horse, Buell, by the lake. Walk to him while holding 2/39 
and press @ /@ os prompted to calm and pot him. Once he has accepted you, lead him 
back to the veteran — who thon introduces himself as Hamish Sinclair 


THE VETERAN - Il 


Availability: 24 in-game hours after you complete the previous part of this mission 
botwoon Gam and брт only. 

Walkthrough: Visit Hamish Sinclair at his cabin. Once inside the boat, row to the 
highlighted area, then equip your rod with the special lake lure and start fishing. When 


your companion falls in the water, press @/@) to grab the oars and row to him. Row to 
the fishing spot and set up again. This time, the legendary northern pike will bite — and give 
you a serious challenge. To succeed, we strongly suggest that you employ our advanced 
Toling in technique. In short, the idoa is to boost the ficiency of your reeling sessions by 
regularly tilting @ downward to pull the rod up - see page 165 for details. 


THE VETERAN — Ill 


Availability. 24 in-game hours after you complete the previous part of this mission. 
between Bam and брт only 

Walkthrough: If you pay Hamish Sinclair another visit at his cabin, you will soon find 
yourself on the trail of a wolf. When Hamish asks you if you want to track the animal 
Yourself, feel free to accept his offer: Eagle Eye enables you to follow the trail at your own 
pace. When you approach a wolf at the ond of the path be ready for an ambush in which 
an entire pack will attack you. They move fast and can reach you within a split second: 
should one manage to bite you, unleash a swift melee blow followed by a volley of hip 
shots. Be ready for an automatic Dead Eye moment when the leader of the pack rushes 
toward you. 


THE VETERAN — IV 


Availability: 24 in-game hours after you complete the previous part of this mission 
between Bam and 6pm only 
Walkthrough: You can visit Hamish Sinclair one last time at his cabin. After the cutscene, 


go after tho logondary boar until its trail leads you back to Hamish, Mount up and inspect 
the marked dead wolf at the top of the nearby hill. When you hear gunshots, gallop to the 
highlighted area until you find Hamish again. During the automatic Dead Eye moment, tag 
the boar's head multiple times to take it out instantly. Don't forget to hold @/@ when 
close to it to take trophy from the animal. You con also claim Hamisk horse at this point 
il you wish, or at least take him to а stable to keep him safe 
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Walkthrough: This stranger can be found atop a rocky promontory to the southwest of PRIMER. 
Strawberry (EB) between Gam and брт. Evelyn Miller invites you to visit him 24 in-game 
hours later. His cabin is located at Tanner's Reach, straight west from Manzanita Post MISSIONS 
(GB. Follow him on horseback, freeing the trapped animal on the way. When you reach 
the hunter camp, be ready for a short battle. You can either knock your opponents out 
with a weapon in hand, or kill them outright. On a subsequent visit at least 24 in-game ATLAS 
hours later (GE), you will ind Miller so busy that he doesn't even take the time to eat. 
Leave him food at his door if you have any; buy, hunt or cook some otherwise. You will WEAPONS 
need to repeat this on a return visit another day later (Е). Return one last time, at least 48 на 
in-game hours afterwards, to bring this story to а close (J). Pick up the platinum pocket 
watch on his desk before you set the curtain on fire in accordance with Miller's instructions EXTRAS 
E EA INDEX 
AMERICAN DREAMS 
Availability: Complete all three "Murder Scene” chance encounters (see page 223); | | INTRODUCTION 
between 10pm and Som only. Е 
Walkthrough: Once you've assembled the pieced-together map by completing the three. HORSES 
“Murder Scene” chance encounters, you can open the basement doors shown in this | | TRANSPORTATION 
picture — found at Lucky's Cabin, a short distance to the southwest of Valentine. Inside, 
you wil find а couple of collectibles and, more importantly, а knife to inspect. Alter the | | CAMP 
cutscene, press ©/© to briefly stun your assailant, thon knock him out with a barrage 
of punches. Hogtie him and take him to the waypoint in Valentine, When the murderer | | HUNTING 
assaults the sherill, activate Dead Eye and shoot the criminal in the head. You will be 
thanked for this with a bill fold. Should you fail to intervene in a meaningful fashion, the | | FISHING 
sheriff will eventually overpower and kill his assailant — but you will not receive a reward, ATTRIBUTES 
HONOR 
CHALLENGES 
A FINE NIGHT FOR IT Law 
ENFORCEMENT 
‘Availability: Complete one of the “Torch Procession”, “Stalking Shadows", "Spooked 
Horse", or “Voice” chance encounters (see page 223); mission available between 10pm ROBBERIES 
and Sam only. 
Walkthrough: After completing any of the chance encounters listed above, head to this BOUNTY 
stranger at night lime — he has set up camp in the Bayou, just northwest of Lagras. Listen to HUNTING 
his story and agree to help him. Follow him until you reach his property. A handful of Night 
Folk occupy the area: take the first one by surprise, then pick of the others as they sprint 
in your direction with instant headshots. After you enter the house, reinforcements arrive 
Tako cover behind the railing and dispatch them one by one, prioritizing those who wield GUNSLINGERS 
machetes these can potentially kil ou with a single blow. 
LOANSHARKING 
TREASURE 
HUNTING 
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GUNSLINGERS 


This mission strand can be started from Chapter 2 onward by talking to Theodore Levin, the "stranger" sitting at the bar in Keane's Saloon. on the east HERNANDEZ 


alled "The Noblest of Меп, and а Мота 


© FLACO 


side of Valentine. He gives you four photos, as well as a camera. This triggers the multi-step assignment 


асо Hernandez is hiding out 
- near Cam Lake, a shor distance 
sum conn] outheast of Colter where 


your camp is based during 


M —— — — — Ж ЖЖЖ M — a e —— ни —Á— Á —Á HM р 


P. 


GUNSLINGER LOCATIONS e | 


n them 
and they will let you through. 
or dispatch them if you prefer 
Flaco himself is inside th 
shack: call him out with your 
Од THEODORE LEVIN (FIRST ENCOUNTER) | weapons holstered to make him 
step outside, A duel ensues: fil 
your meter by holding RA ИФ lightly, then fully to trigger Dead Eye. 


@ BILLY MIDNIGHT Ears ied aperte Sct sa. Gab da rer an wk IR 


picture of his corpse before you depart. 


at the ticket booth: hold (2/19 and press @/@ 
10 inquire about Billy Midnight. Hop aboard the train 
that pulls into the station, then head to the bar car to 
find the gunslinger. After you speak to him, дме chase 
i you both end up atop a carriage. A duel ensues 
and, once again, you need to l your meter fist (hold e BLACK 


le is found in a stilt 
cabin at Bluew Mar 


5. EINE ją 
RD / lightly) then tigger Dead Eye (press firmly) 
and fre. Midnight will crouch so be prepared to aim 


7, EE 


low. His death is unavoidable; even if you disarm him, ck 8 


he will take his own life with another gun, or die to 


Ээ eon iin secono NCD 


a second shot to his hand. Take a picture of his body 


| 
| 
| 
| 
| 
| 
|| Visit the Rhodes train station and speak to the clerk 
I 
| 
| 
| 
| 


directly north of Saint Denis, 
and claim his pis After your meet with her, bounty 


E‏ ال ا 
detonate the explosives when‏ $ " کے 
THE NOBLEST OF MEN, AND 3 she instructs you 10, Den help‏ 

A WOMAN - III TO IV E: 


her to eliminate the various 


THE NOBLEST OF MEN, AND 
A WOMAN - 1&1 


+ мез of reinforcements. As 


З soon as the wagon-mounted 


Once you have the pictures of all four gunslingers and 
complete the Chapter 4 story mission called "A Fine Night 
of Debauchery”, this next step is unlocked. Return to the old 
saloon in Valentine and ask the bartender about Calloway. 


Gatling gun enters the fray, be 
pick off the individual manning it. More foes will continue to pour 


GRANGER 


First, open your satchel and examine one of the photos in from all directions. Take them all out, prioritizing anyone who attempts to 


гаг roe Ta Se arae тео e te татлаа ат aba ees چا‎ So Calo head for the turret. Once the dust settles, photograph Black Belle. There is no 
and read the text on the back. This officially triggers the back of Emmet Granger's photo, Mor tat lenis. Speak to tha guard at the, OR cole IEE SOM 
related gunslinger mission. head to the small homestead in entrance on arrival to trigger a cutscene where you learn 
the highlighted area, directly about your next target = Slim Grant 
Head to the waypoint that appears on your map and east of Flatneck Station, and 
complete the required steps, as described in our speek to the man. When ssted 


walkthroughs in this section 10 desa the hog pen, pick up 


the pitchfork. Press @/Ө 


Every time you are done with a gunslinger, be sure t eire to восок еа 


to collect their weapon from the ground (with one 
exception, as detailed in the appropriate walkthrough) 
These firearms have unique stylings — and this is your 


8 SLIM GRANT 


Make your way to the sheriff's office in Annesburg and speak to the lawman inside. After your 


drop it off in the wheelbarrow. 
After the cutscene, place 


dynamite on the manure sto ing (82/0. The events that folios 


one and only chance to obtain them. If you leave and ast the vast: ol алай d 
pr Se abst OW WU eam , lead to an inevitable duel, and you have no other ci kill Emmet. am ghted on your map, to the west of Annesburg, on the 
Disarming him is nat an option, and he is extremely soon as the h side of the river. Your goal here is to capture Slim Grant, wha is tied to a tree. There are only 
Before you leave, take a picture of each gunslinger. You begins. hold R/€ lightly when prompted to fil up your meter, then raz ot ae кк fs Se Te ei nS wa de с 
need a close-up view of the entire body for the shot to s fully to trigger the actual slow-motion effect: this leaves you ample ti Se n tet) ted naer EL 
aif ‘a clean heads Brandywine Drop. When the duel begins after the cutscene, proceed as usual: hold RA /Q lightly 


pted to fil up your meter, then press fully to trigger the actual slow-motion effect and 


your target. You can then claim his gun. 
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LOANSHARKING 


You receive all loansharking missions from Strauss, one of the Van der Linde gang members. Most of his assignments are 
intertwined with the main storyline — and therefore covered in the Missions chapter of this quide — while a few of them 
are entirely optional. For ease of reference, we document them all here. In this entire “Money Lending and Other S 
storyline, your goal is to retrieve money from debtors. 


These missions are time-sensitive, and must be completed before you reach a critical point in the main story during Chapter 6 
If necessary, consult the flowchart on page 94 of the Missions chapter for details. 


Ет 


+ LOANSHARKING LOCATIONS e 


P. 


MR WROBEL 


Availability: Money Lending and Other Sins — I & I (Chapter 2) 
Walkthrough: Wróbel lives in a small house found in the middle of a marked area, just 
west of camp. Confront him, then loot his house to settle the debt. Note that you can also 
take his horse from the stable outside 


CHICK MATTHEWS 


Availability: Money Lending and Other Sins — 1 & II (Chapter 2) 
Walkthrough: You will find Chick Matthews under a wooden canopy, in the marked area 
to the west of Emerald Ranch. To identify him, you first neod to talk to the man sitting 
оп a nearby uprooted tree. Matthews uses this opportunity to get away on horseback 
Immediately gallop after him; as soon as you catch up, stop him with the lasso. You can 
also kill him, though this leads to an honor loss. Either way, you will then obtain a treasure 
map, which you can examine by selecting it in your satchel. After viewing the treasure тар, 
head to the waypoint and examine the hole in the tree 
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LILLY MILLET 


Availability: Money Lending and Other Sins. 8 II (Chapter 2) 
Walkthrough: Lily Millet sits on a bench by a house at the northern edge of Emerald 
Ranch. Confront her to trigger a fist fight with Cooper. Focus on defensive tactics and | 
counterattacks to knock him out, then loot him to retrieve the money. If a witness saw your 

crimes, be swift lo stop them before they report you to the law. | 


THOMAS DOWNES 


Availability: Money Lending and Other Sins — IIl (Chapter 2) 
Walkthrough: Search for Thomas Downes in the marked area, just southwest of Valentine. 
You will find him a short walk from the east side of the house. Try to convince him to pay 
his debts in whichever manner you deem appropriate. After the cutscene, return to Strauss 
back at camp to complete the mission. 


GWYN HUGHES 


Availability: Money Lending and Other Sins (part V in Chapter 3, or part Vin Chapter) | 
Walkthrough: Gwyn Hughes is found in Rhodos, outside the house noighboring the 
gunsmith. After you confront him, follow him to the churchyard, clear out the townsfolk in 
the area, then return to him. While he exhumes a body, stand guard at the entrance and 
stop anyone from entering. When two men try to go through regardless, you can either 
beat them up or scare them off by pointing your gun at them. Take the diamond brooch 
from Gwyn to complete the assignment. 


WINTON HOLMES 


Availability. Money Lending and Other Sins (part IV in Chapter 3, or part V in Chapter 4) 
Walkthrough: Winton Holmes has set up camp on the heights just north of Strawberry. 
Follow him to the cougar's den, but make sure you are well prepared before you enter. This 
is probably the most difficult of all oansharking missions. The predator you te about to face 
is agile and extremely dangerous, with the lack of light in the cave further complicating 
matters. After you split up at the fork, you will soon hear that Winton is under attack 
When you find is body stay there as his lantern offers a precious source of light. Equip a 
powerful, fast-fring weapon and look out for a red dot on your габаг as soon as it appears 

orrespondiną direction and immediately trigger Dead Eye to eliminate the cougar. 
Once it's dead, skin it and sell the pelt о Strawberry s butcher 


Availability: Money Lending and Other Sins — V (Chapter 4) | 
Walkthrough: Algie Davison is drinking by the riverbank just south of Braithwaite Manor 
He asks you to follow him to his house. When he hands you a box or his son pours you a 
drink, take it to trigger a battle. Knock him out, then search his house to recover the debt 
There's a double-barreled shotgun on the living room fireplace and various collectibles 
here and there, but the real prize is hidden in a chest in the son's bedroom. | 


J. JOHN WEATHERS 


Availability: Money Lending and Other Sins — VI & VII (Chapter 6) 
Walkthrough: This individual can be found near Moonstone Pond. When you confront 
Weathers, a group af soldiers looking for him launch a surprise attack. Eliminate the 
interlopers, then choose between absolving or recovering the debt. 


ARTHUR LONDONDERRY 


Availability: Money Lending and Other Sins — VI & VII (Chapter 6) 
Walkthrough: To find Arthur Londonderry, head to the entrance to Annosburg's mino. 
After questioning the guard, enter the pit and speak to the foreman, Your next destination 
is the debtor's widow, outside a small cabin at Butcher Creek - a short ride to the south 
of your current position. After a conversation Arthur decides to absolve her, but you can 
also choose to give her money (and gain honor for doing so). Return to Strauss at camp to 
complete this mission strand. | 
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TREASURE HUNTING 


Available from the beginning of Chapter 2, treasure hunting missions are |= 
lucrative activities that you can complete every time you find a treasure || 
map. Open your satchel to view the document, which will feature || 

illustrations and clues. Your goal is to make sense of these in order to 

identity the area in question. Head to that location and you wil înd | 
another map, with more clues to decipher. After you solve the puzzles of — 
the first three maps, you obtain a fourth and final map that leads to the I 


actual treasure. 
These challenges ar best enjoyed without any frm of assistance, though Ё 
solving them may be rather difficult until you are suitably well-traveled. I 

you get completely stuck, the following maps and walkthroughs detail the 1 
locations of all hiding places | 


| а 
ж JACK HALL GANG TREASURE * © 


JACK HALL GANG MAP 1 


Availability: Chapter 2 onward, 
Walkthrough: To begin this assignment you first need to speak to Maximo, 
a stranger looking through binoculars found a short distance to the west of 
Flatneck Station. He wil offer to sell you a treasure map for $10. If vou decline, 
ha will lower his price to $5. You can always rob him instead if you prefer, 
though this will cost you a litle honor. If you fail to retrieve the map from 
Maximo (for example by kiling him and not looting his body), you will be able 
to purchase it trom a fence. 


JACK HALL GANG MAP 2 


Availability: Completo this mission's previous stop. 
Walkthrough: you open your satchel and consult Jack Hall Gang Map 1, you 
might recognize Caliban's Seat just north of Horseshoe Overlook. From the top 
of the cliff you can traverse narrow ledges to reach a crack in the wall, inside 
Which the second map awaits. 


K HALL GANG MAP 3 


Availability: Complete this mission's previous step. 
Walkthrough: The осоп Jack Hall Gang map leads you to Cotorra Springs, 
directly west of Bacchus Bridge. The map is hidden in one of the piles of rocks 
close to the geysers 


JACK HALL GANG TREASURE 


Availability: Completo this mission’s previous step. 
Walkthrough: The third map shows a location called O’Creagh’s Run, far to the 
north of Emerald Station, in the Grizzlies East. Swim to the small island in the 
middle of the lake and inspect the bushes to find the Jack Hall Gang treasure 
hidden under a rock - and obtain two gold bars in the process. 
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HIGH STAKES TREASURE MAP 2 
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HIGH STAKES TREASURE MAP 1 


‘Availability: Complete "The New South" (Chapter 3). 

Walkthrough: To obtain the first map, you need to complete the Treasure Hunter 
chance encounter, which can occur randomly at multiple locations (s00 map 
above). When you run into а man looking through binoculars, sprint to him and 
immediately knock him down or hogtie him to loot the map from him. If you take 
too long he will escape on horseback, forcing you to chase him. Note that if you 
fail to recover the map on three diferent occasions, it will become availabe for 
purchase at fences. 


HIGH STAKES TREASURE MAP 2 


Availability. Complete this mission's previous step 
Walkthrough: The first map leads you to Cumberland Falls, a short distance 
cast of Wallace Station. Walk behind the waterfall and climb to the ledge above 
1o find a small nook. The second map is hidden behind a rock. 


HIGH STAKES TREASURE. 


‘Availability: Complete this mission's previous step. 
‘Walkthrough: The location hinted at by the third map is a winding and 
treacherous path along a сїйї edge located to the southwest of Bacchus 
Station. Carefully make your way down the ledges until you reach a small rock 
overhang that requires you to crouch to pass through. Look to the far side of 
the overhang to find three gold bars hidden in a small crevice in the cliff face. 


HIGH STAKES TREASURE MAP 3 


Availability: Complete this mission's previous step. 
Walkthrough: Your next goal requites you to travel up the snowy mountains to 
Barrow Lagoon, a frozen lake found deep in the West Grizzlies, to the northwest 
of Valentine. Make your way up to the log bridge connecting the mainland to the 
small island in the center: the map is hiddon in a small hole on the log bridge. 
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RED DEAD 
REDEMPTION. 


SPECIAL COLLECTIBLES 


a PRIMER 
Missions 
The world of Red Dead Redemption 2 is filed with unique items that — CIGARETTE CARD SET REWARDS 
you can collect to complete optional missions — and you'll gain some 
SET REWARD. m 
meaningful rewards for your troubles. 
First set (any) | Vintage Civi War Handeutis | E 
Lr — — — || Famous Gunsingers | Specia! Snake Oi, $50 
(7) ©) CIGARETTE CARDS Artists, Writers, В Poets | Ginseng En $100 шз 
= - - Vistas of America ___ | Gold Nugget. 5100 EXTRAS 
There are 144 cigarette cards available in the world — 12 sets of 12 || Gems of Beauty | Platinum Chain Neckaca $100 INDEX 
cards. Every individual card can be picked up at a specific location. — || _ Flora of America | Special Miracle Tonic, $80 
However. note that one card from each set will not appear until you || Stars of the Stage Smal Jewelry Bay, $50 
trigger the “Smoking and Other Hobbies” mission Fauna of America Perfect Rabbit Pa, $50 INTRODUCTION 
Marvels of Travel | Aged Pirate Rum, $80 (ees 
This assignment becomes available after you complete "Who is Not World Champions. | Valerian Root, $50. 
Without Sin", one of the first story missions in Chapter 2. To initiate it, ‘Amazing Inventions | Volatile Dynamite, $100 Бураш 
speak to the stranger sitting on а bench outside Flatneck Station. He Horses | Special Horse Medicine, $50 CAMP 
invites you to mail him every full set of 12 cards that you gather, and Promiesat Americans — | Eagle Father x3, $50 j | nunne 
offers payment in exchange. This is a long-term task where you will Ml sets [s20 | кенне 
gradually accumulate cards during your travels - but some of them may 
prove much harder to find. ATTRIBUTES. 
HONOR 
Cards can be obtained in two ways: cA SS 
By picking them up in the world, as each card has a specific place Law 
where it can be obtained. We show these 144 locations on the map Bo 
on page 204 ROBBERIES 
BOUNTY 
By purchasing, collecting, or looting premium cigarette packs. HUNTING 
which each yield a random card when opened. Cards acquired in STRANGER. 
this manner can be literally any type; they can even be duplicates of MISSIONS 
cards you already own. Duplicates can be sold to fences. UMEN 
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LE TRESOR DES MORTS MAP 2 


Availability: Complete this mission's provious stop. 
Walkthrough: The next map is found at the Saint Denis docks. It is hidden in 
ап underground passage that connects the Cornwall Freight Station's yard and 
the harbor, You can obtain the document by examining the wall next to the only 
‘wooden crate in the passage 
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Availability: Complete this mission's previous step. 

Walkthrough: Deciphering the second map leads you to the Saint Denis 
cemetery — more specifically, to the mausoleum with a stained-glass window, 
1o the west of the central dome, just north of the main walkway. Inspect the 
wall on your left to uncover a hole and obtain five gold bars. 
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OM EXOTICS 


Exotics are rare items that can be collected as part of the “Duchesses 
and Other Animals" mission. This is triggered by speaking to a colorful 
stranger called Algernon Wasp. He can be found inside a wrought-iron 
greenhouse in the backyard of a large blue house just north of Saint 
Denis after you complete “The Gilded Cage", a story mission during 
Chapter 4. 


fter the cutscene where Algernon introduces himself (which is 
considered as stage E of this mission), there are five additional 
stages ( ) available in sequence. For each of these, 
Algernon gives you a list of exotic items he would like you to retrieve 
for him. Once you have everything ticked off, take them back to the 
callector and he will reward you handsomely ~ as documented in the 
Requested Items” table below. 


Plumes are dropped by rare birds that you can hunt in the Bayou 
swamps, particularly on and around the Lagras islands. 


Nests of gator eggs are found in the same area, on and around the 
Lagras islands, They are often guarded by alligators. 


Rare orchids can be picked a single time per stage at each spawn 
point, Note that there are additional, ambient specimens to find in 
the world other than those that Algernon asks for, Any extra orchids 
that you obtain can be mailed to a mysterious buyer who leaves 
notices on post office walls. Some of the mission-specific orchids 
grow in the ground, but many are actually epiphyte and grow on 
oe trunks. This applies to the following species: Rat Tail, Acuna's 
ar, Cigar, Clamshell, Ghost, Lady of the Night, Spider, and Night 
Scented. 


n 
STAGE ITEMS REWARDS 


| 5 Little Egret Plumes 
+ 5 Reddish Egret Plumes 
* 5 Showy Egret Plumes NN 
= 15 Lady of the Night Orchids 


| + 20 Heron Plumes | 
= T Lady Slipper Orchids + $125 | 
= 10 Moccasin Flower Orchids 


|| * 25 Gator Eggs 
| È Зала: оем |. gis 

$ 7 Cigar Orchids 
5 Ghost Orchids 


* 30 Spoonbill Plumes 
= 5 Night Scontod Orchids | 
+ 10 Rat Tail Orchids 

= 5 Spider's Orchids 


5 Clamshell Orchids 
5 Dragon's Mouth Orchids 
5 Queen's Orchids 

10 Sparrow s Egg Orchids 


= $200 
= Exotic Hat 
= Algernon's Revolver 
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O) DINOSAUR BONES - 


Dinosaur bones are special collectibles required to complete a 
side mission called "A Test of Faith". This can be triggered from the 
beginning of Chapter 2 by speaking to a stranger excavating fossils just 
southeast of Horseshoe Overlook 


DINOSAUR BONE LIST 


NAME t NOTES 2 


Heartlands Oil Field Bone — | At the bottom of the well underneath 
Location | the ой derrick 

Heartlands Dewberry Creek | Just west of Dewberry Creek, in the 
Bone Location. | open 


The paleontologist, Deborah MacGuiness, asks you to find 30 dinosaur 
bones throughout the country and to mail their coordinates to her from 
any post office. As you reach certain milestones in this activity, Deborah 

|| will provide rewards. When you complete the assignment, she wil 
you a letter. Collect it at a post office and read it to obtain an invitatio 


Scarlett Meadows 


Fe مم‎ He Dewberry Creek, in 


s Grassy Hill Bone 


Location | Dna peso it in the ope || to her ranch at Firwood Rise in Cumberland Forest. Travel there and 
Big Valley Rocky Slope m || enterthe barn to meet her and receive your final reward: the jawbone 
Bone Location Knife. 


Grizzlies Rock Wall Bone 
Location 


| At the base of the rock citt 


Heartlands Cliff Face Bone | pu ie base of the rock cl 


On tho ground, just south of the cabin 
Cholla Springs High Desert | inside a small rock wall at the base 

Bone Location. | ofthe hit 

Cholla Springs Jorge's Gap | On a smal hit mor 


Bone Location. | Gap. party hide 


Hennigan's Stead Pike's — On tho sight ве 
Basin Bone Location | west end atthe c 


DINOSAUR BONE REWARDS 


Hennigan’a Stead San Luis [Just above he river ho 1o the north OROEN = 


Bone Location 


ТҮТУ 
Seer Bone lies _ [бшуш 

Roanoke Ridge Overlook | On a small racky plataou, south of the 
Bone Location ertum 

Cumberland Forest Bacchus | Nex 1 a stona spia at tha topo e 
Stadion Bono Location | ek if nautaat cs Stata 

| On the cliff that overlooks the path 

Roanoke Ridge Valley | heading down toward the Brandywine 


Overlook Bone Location 


| Drop waterfall 


Roanoke Ridge Kamassa — | 
River Bone Location | 


of Kamassa River 


Roanoke Ridge Van Horn — | A thick bone on th 
Bone Location edge ol a cleaning 


ground, at the 


Heartlands Northern 
Boundary Bone Location 


Big Valey Beryl s Dream | On ochy tein, about half up, 
Overlook Bone Location | Mount Shan, whee the par 
Heartlands Southern Gore | Folow Ве bed ot he deed up ыа 


Big Valley Northern Cave | Inside a cave at the bottom of Mount 
Bone Location Hagen 


Rio Bravo Del Lobo Rock | On the small slope near the eastern tip 
Bone Location | nf Rio Del Lobo Rock 


Rio Bravo San Luis River. plateau overlooking 
и 


" | At the top of the ci overlooking the 
‘Tumbleweed Bone Location | canyon, on the east side 


| 
| 
| 
| 
|! 
I 
I 
| 
I 
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Gaptooth Ridge South | At the southeast edge of the plateau 
Tumbleweed Bone Location | overlooking Tumbleweed L 
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Cumberland Forest Six Point | "8 Quartz Chunk 
Gurmberand Forest Sx Point | At the top of ho cf just at the edge z бет 

Grizzlies Calumet Ravine — | Caught in the red rocky outcrop, near = 

Bone Location | the top of the hil 30 Deborah MacGuinesy Invitation, Jawbone Knife 

Grizzlies Dakota River Ledge | On a small ledge just below the top 

Bone Location | ot the ct 

алев Northern Boundary | ee An] 
zie Northern Boundary | On o rss hil, in the open r 
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At the top of Mount Hagen, in the Grizzlies 
West 


Оп a rock ledge a few steps ta the north 
of a wooden bridge 
Whinyard Strait just north 


On a rock ledge 
cit overlook 


the top of the tall 
з Dakota River 


On a ledge just beneath the cliff 
almost directly above a rope brid 
spanning the Dakota rive 


O ROCK CARVINGS 


Rock carvings are large designs engraved into stone that you need to 
find throughout the world to complete "Geology for Beginners". This 
ssion begins when you speak to Francis Sinclair, a stranger seated 
outside his cabin to the northwest of Strawberry. 


He asks you to locate 10 of these carvings and to send him their 
coordinates by post. After mailing the tenth set, you can complete the 
assignment by reading his invitation and visiting him again at his cabin, 
where you can pick up the old brass compass — an ingredient required 
to craft the ravenclaw talisman at a fence, 


ROCK CARVING REWARDS 
[carves mareo” > T REWARD 
| 1 Kentucky Bourbon, $10 

5 Rock Statue 

10 Francis Sinclair's Invitation Letter 
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On a rock ledge close to the top of 
Roanoke Ridge, directly east from the 


[50 "eer e 228 shore of sian Pool 
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DREAMCATCHERS 


During your travels, you will notice hunting requests (similar to bounty 
posters) displayed at the post office or train station in six different 
towns; 


Valentine 
Rhodes 
Strawberry 


Saint Denis 
Van Horn 
Armadillo 


There are five notices in total in this mission, but you can only collect 
one at a time; the stage that you trigger is the same irrespective of 
where you acquire it. Each notice features a list of animal carcasses 
requested by Ms Hobbs. If you obtain these and mail them to her, you 
will receive a reward and unlock the next notice. 


After you fulfill ай five orders (which can be achieved during Epilogue 1 
at the earliest), you will receive a letter of invitation to the cottage of 
Ms Hobbs, which is found just northeast of Strawberry. When you visit 
her (which concludes the "A Better World, A New Friend" mission], she 
will give you a final reward: a squirrel statue that you can put on display 
at Beecher's Hope. 


Note that you need to secure carcasses that are in perfect condition. 


This means that you must track animals of pristine quality and take 
them down with perfect kills. For further advice on hunting, see 
page 146, 


HUNTING REQUESTS 
REQUEST ITEMS REQUIRED 
* 1 Perfect Rabbit Carcass $9 
п * 1 Perfect Squirrel Carcas: s | 
|| 
» 1 Perfect Cardinal Carcass || 
я n * 1 Perfect Rat Carcass $70 | 
| * 1 Perfect Woodpecker Carcass 
| * 1 Perfect Chipmunk Carcass | 
* 1 Perfect Opossum Carcas | 
" * 1 Perfect Oriole Carcass ELS | 
* 1 Perfect Robin Carcass | 
| 
+ 1 Perfect Songbird Carcass | 
* 1 Perfect Sparrow Carcass | 
m = 1 Perfect Toad Carcass sm | 
* 1 Perfect Skunk Carcass 
| . t Bullfrog Carcass | 
+ 1 Paroc Соба Waxwing | 
Сага иш. || 
#5 (available | + I Pert Ms Hobbs 
from Epilogue 1) | * 1 Perfect Blue Jay Carcass [e | 
* 1 Perfect Crow Carcass “A | 
| 


REWARD 
— ^ Once you have inspected all 20 dreamcatcher locations, a reward 
becomes available inside the cave hidden behind the Elysian Pool 
terfall in Roanoke Ridge. Head to the main chamber and climb up the 
steep slope until you reach an alcove with cave paintings on your right 
Examine the painting of the large buffalo with a hole in its eye to obtain 
an ancient arrowhead. This is a special item that makes your stamina 


meter last twice as long when you draw your bo 


There are a total of 20 dreamcatchers that you can discover throughout 
the world, all found hanging from trees. To interact with them, walk 
beneath their position and inspect them with ©/© when th 
corresponding prompt appears on your screen P! 
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^" mM | CHARACTERS 
B шили Aged Pirate Rum | Can be looted from a Lemoyne Raider 

by the mine's entrance < amina XP) | gang campfire in the wilderness $ 
Between a log and a roc a short walk ta the west of Owanjla Dam 
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set of cigarette cards 2 

ЖП At the foot of the altar at the pagan ritual site, halfway up the hill p | 

! \п one af the crates cl lo the tiny bridge leading to the Shady Belle i Ginseng Elixir | Can be looted from a Skinner gang 

EB Ihe tiny bridge leading ta the Shady Bel (Heath XP) | campfire in the wilderness о 3 

EE or the montelpiace inside the cabin | © Reward for mailing the Artists, Writers 

| 2 

| ee inside he wooden scr dose to he | & Poets set of cigarette cards id 

railroad bridge Valerian Root | Can be looted from an O'Driscoll gang 

|» on a windows usta te bared dow salon WET] tow the poth shown here tor (Decor | compie v te wadensse as || 

| » no crate ror outside me daptatd shack just east of he water ower rashed carriage Note that U s | 

| On a эмей windon accessible haw tre кайер ERE instances where you will need to sprint oct on OW DION za | 

EB коп tho rooftop of the 08 Greenban Баай © со й | 
5 о. oop cate nthe northwest section of Fort Mercer отет ЕКЕ Rewari for mating the Wd e 
7. EET hampions se of cigarette cards 
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Cartridges - Regular, Special Horse 


Medicine Pamphlet 


Bitters, Large 
Pocket Watch 


Fine Brandy, Money 
Apple, Miracle Tonic, Snake Oil 


iry Bag. Silver 


Bitters, Money 


Money 


Miracle Tonic, Money 
Large Jewelry Bog. Money 
Cobalt Petrified Wood, Money 
Guarma Rum 


Large Jewelry Bag, Money 


Large Jewelry Bag, Miracle Tonic, 
Money, Premium Cigarette 


Large Jewelry Bag 


Hair Tonic, Kentucky Bourbon 
Gold Nugget i 

Money. Small Jewelry Bag 
Canned Vegetable, Guarma Rum 


Poison Throwing Knife Pamphlet 


Aged Pirate Rum 


wing Tobacco, Money, Special 


Bitters Pamphlet 


Money 


Large de 
Tonic 


iy Bag, Potent Miracle 
volver Cartridges - Regular 
Large Jewelry Bag, Rille Cartridge 


Xpress 


Large Jewalry Bag, Small Jewelry 
Bag x2 

Guarma Aum, Rie Cartridges 
Express 

Jewelry 


Gold B 
Pamphlet 


Aged Pirate Rum, Mon 


famed Vegetable, пе Brandy 
Potent Bitters, Potent Miracle foni 


Special Horse Stimulant 


Gold Bar 


Female Fortlity Statue 


Aged Pirate Rum, Chowing Tob 
Money 


Jewelry, Money, Valerian Root 


Money 


Aged Pirate Rum, Mon 
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ti 
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Among the crates scattered across the ground 
just south of Owanjia Dam 
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оп the southeasternmost slet 


In the shed at Lone Mule Stead, 
of Bard's Crossing 


AL the foot of a small dead tee atop à rock 
dit 


Between two wagon wheels, just east of 
Bolger Blade 
In the burned-out remains of Adler Ranch 


Under the desk in the southernmost building 
of the burned-out settlement 


Мор the northern сіН of Twin Stack Pas 


At the foot of the Fire Lookout Tower 
A few stops to th 


Braithwaite’s bod 
onward) 


Beneath the chair on the porch of the 
Roadside Brothel 
On the поп! 
in the hot 
Inside the Be 
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s crawl space 


ver Hollow cave, in the 


Upstairs in the Hanging Dog Ranch house 
close tothe two bunk beds 
At the foot of the small shack southeast 
gl the Shady Belle mansion 


Ina mail coach by the road 


Next to the crashed wagon 


at the bridge 
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Many chests and lock boxes аге scattered across the 


CHESTS & LOCK BOXES 


contain valuable items including jewelry, recipe pamphlets, cash, and consumables that boost your attribute XP. 


orld map, and some have been concealed with great care and imagination. They tend to 
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Aged Pirate Rum 
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Pirate rum, Bil Fold, Coin Sack 
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BANGS 


‘As you explore the world and progress in the main storyline, you will 
Tun into enemy gangs more and more frequently. The most significant 
types of encounters are listed here. 


Ambushes: Ambushes are set-piece events that occur randomly 
(but within a set of predefined possible locations) during your 
travels. In these scenes, an enemy gang blocks the road or attacks 
you by surprise, making conflict unavoidable. You can of course flee 
though this is rarely practical if you are heading to a specific 
destination, As a rule, fighting from horseback is highly inadvisable 
not only is it impossible to take cover while riding, but a stray bullet 
could also wound or kill your mount. The best course of action is to 
dismount and sprint to the closest cover position before engaging 
your enemies. Feel free to loot your victims after each shootout, if 
only to replenish your stocks of ammo, but be swift to depart 
afterwards to avoid sightings by potential witnesses or lawmen. 


Chance Encounters: There are also many chance encounters that 
involve enemy gangs. Like ambushes, they are triggered randomly as 
you travel but with one key difference: here, you are not the target of 
the enemy gangs. You will find them robbing a coach or an innocent 
citizen, for instance, and it is up to you to decide if you wish to get 
involved, We cover all chance encounters in a dedicated section 
later in this chapter (see page 223). 


Hideout Captures: Hideouts are strongholds occupied by enemy 
gangs that you can capture by eliminating all foes within the 
designated area to obtain valuable items. 


* Main story missions have you conquer four hideouts: Six Point 
Cabin (Chapter 2, "Paying a Social Call"); Shady Belle (Chapter 3, 
The Battle of Shady Belle”); Beaver Hollow (Chapter 5, "That's 
Murfree Country"); and Hanging Dog Ranch (Chapter 6, "Mrs 
Sadie Adler, Widow"). If you head to these hideouts before the 
corresponding point in the plot, you actually can clear them of all 
gang members to score a capture. Note that Beaver Hollow is 
retaken by the Murfrees during the Epilogue. 


+ There are two additional hideouts, both in the State of New Austin 
that you can capture after you complete Chapter 6: Thieves Landing 
and Fort Mercer. A bonus hideout, Twin Rocks, is available only for 
‘owners of the Special/Ultimate Edition of the game 


As a rule, capturing a hideout is no simple task. Enemies in these 
strongholds are plentiful, enjoy all sorts of cover positions, and can 
flank you if you press forward too quickly. They may also have access 
to powerful weapons. It is therefore in your best interests to make 
careful preparations before you launch an assault. Your best guns, 
large stocks of ammunition and tonics, and a full Dead Eye meter are 


all warmly recommended. Always fight from a solid cover position 
and take out your opponents with quick headshots by flicking @ 
every time you lock on. Once you clear an area, push forward to the 
next cover position in line and repeat. Note that you need 

all six hideouts if you are striving towards total completion 


о capture 


Campfires: You will also regularly encounter small enemy gang 
mps in the wilderness. These are essentially simplified versions of 
the hideout captures. It's usually a good idea to make a quiet 

proach to reach a convenient cover spot, then open ho 
with a surprise headshot. These skirmishes a 
risk, as they give you a chance to loot supplies and, in most 
instances, a small chest containi 


ilities 


usually worth the 


g valuables. 


The map on this double-page spread shows the territories of each gang 
(with icons pinpointing the locations where ambushes, chance 
encounters, and campfires can randomly occur), as well as the positions 
of hideouts that can be captured. 


OTHER AMBUSHES 


In addition to the main gangs, you will occasionally b 
generic outlaws and, during Chapter 6, by Pinkerton: 
encounters work exactly in the same manner as those 


gangs. You are free to escape if you do not wish to fight. 


Note that the O'Driscoll spawn points become generic 
‘ambush locations from Epilogue 1 onward, 


‘GANG EVENT: POSSIBLE 


Night Folk 


E ‘SPAWN POINTS 
O'Diiscolls 
e Murfree Brood 
|| e Lemoyne Raiders 
| e Skinner Brothers 
Laramie 
Del Lobo 
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TABLE GAMES 


ot fe = = л х= = = — | rame 
—— 
^8 MISSIONS 
You can play table games in many towns and settlements. See ош тар оп НАМО RANKS (STRONGEST TO WEAKEST) | T Mit 
the right-hand page for an overview of ай locations. = === - Poker unlocked afr "Wig Ht T 
| ROYAL PLUSH 1 ) | Without Sin") Le 
are se NS, | a Blackjack (unlocked from the WEAPONS 
ote beginning of Chapter 2) 
POKER B 0 ETS mm 
z = ve ominoes (unlocked from the. А 
i ED | beining ot Chapter 21 eras 

The aim of poker is to win the pot. This can be achieved by having the best Aa tos, Uni; шин, jack and 10—20 f a | Five Finger Filet (unlocked from INDEX 

card combinations, or by hoodwinking your opponents with your betting z 26 IGHT FLUSH = i the beginning of Chapter 2) 

strategy. we) (x 

D INTRODUCTION 

Each player is initially dealt two cards. These are known as hole cards and > r 

are kept secret from the other players. | ji KOREĘ 

А Five cars in sequence, all of he same suit. | 1 TRANSPORTATION 
‘As you progress through each round, shared cards are dealt to the center of the 
Я 0 CAMP 
table. These can be seen by everybody and are known as community cards. CERME : | 
res | | * Я l HUNTING 

A player's hand rank comes from the strongest five-card combination of any of . + + Cea 

their hole cards and any community cards — see "Hand Ranks (Strongest to te: B +: 

Weakest)". = > | I ATTRIBUTES 

Four cards of the same rank, and one side card or "car | 
HONOR 

To start, the two players to the left of the dealer must put in a mandatory bet — PULL HOUSE — || I 

each, called the small blind and the big blind, The dealer then deals two CENGE 43 FR Ps) | CHALLENGES 

hole cards to all layers, and the first betting round starts ać б we |. | | Law 

2 TR 1 ENFORCEMENT 
During a betting round players take turns, moving clockwise around the table. фе) DS Ae) lve pecus 
The following actions are possible Three cards of the same rank, and two cards ol a diferent, matching rank l 
BOUNTY. 

+ Check: A check is equivalent to betting zero. This is only possible when no PLUSH || HUNTING 
one has bet or raised in the current betting round. A player who checks et Р || I 4 TABLE GAME LOCATIONS e STRANGER 
remains in the game and reserves the right to call or raise later. If all ы ve M MISSIONS 
players check during a round of betting, the round is considered complete. ھا‎ Ls Le ERU === VUNSCINGENG 

* Bet: If a player bets, subsequent players must at least match this amount Five cards all of the same suit = — — — | CARD VALUES LOANSHARKING 
to remain in the hand. — — sumt | BLACKJACK NAHE M cz 

* Call: If a player calls, he or she matches the current bet made by [5% Y jaj = — ak — HUNTING 
opponent(s). W ++ ate Your goal in blackjack is for the total value of your hand of cards to Number card 2 to 10 Face value (2 to 10) | SPECIAL. 

h A, | is 3 sr bus со s 

* Raise: A raise means the player is increasing the amount of the current W (rw We attain a score as close as possible to 21 without going over ("busting"). [SĄ a ILLECTIBLE: 
bet. A raise must be at least double the value of any previous raise (or of Five cards in sequence ol diferent suits. | \ | Tree Ща 
the big blind по bet has been made in a round). Subsequent players must ‘THREE OP A KIND | At the start of each round, each player chooses how much they want to | | Ace “мени?! without busting) | ) TABLE GAMES 
aes REIR A Arta Aa the bad Pht oe | bet on their hand. The players and dealers are dealt two cards each. | | E 

"s 1 Player cards are dealt face up, but one of the dealer's cards is initially A 

* Fold: A player who folds forfeits al interest in the pot and drops out. + + + | [e | hidden. If the first two cards of a player's hand are an ace and any ten-value 

* All az A player places al of thelr chips in the pot and cannot take any jas) (+ + dw card, that player has a blackjack (a score of 21). A blackjack is an | SPECIAL o. 
further action until the end of the hand. If an all-in player doesn't have Three cards of he same rank and two unrelated side cards | Each player has one turn during which they have up to four options: automatic win unless the dealer also has blackjack, in which case the. 
enough chips to call the current bet, they are only eligible for a portion of TWO PAIR | hand is a push. A blackjack win pays 3:2 instead of the usual 1:1 
the pot. FI wa = * Hit: The dealer adds another card to your ha payment for a winning hand. Note that a split hand is not considered a 

" i + blackjack even if it has ап ace and a ten-value card. 
ж Auto Bet: When waiting for your tum, hold © to preset the action you + ^ oe | ae ‘ 
Id like to take. This can be cancelled using the same command. ÉL Rad: Enda your tar widow taling another Gard | 
Maece ML T E ( E If the dealer's face-up card is an ace, you will be given the option of 

The game progresses as follows: Two cards of matching rank. another two cards at a d | + Double Down: Only possible if you have two cards in hand, this | buying insurance for up to half of your current bet. If the dealer does 

rank andone side Cr. yr pij i doubles the value of your current bet and gives you one — and only | havea blackjack, you win 2:1 on your insurance bet but lose your initial 

* Preflop: After the blinds have been posted and the hole cards dealt, the = »* f | one — additional card. bet and the round is over. If the dealer does not have blackjack, all 
first betting round starts. ea | | | insurance bets are lost and the round continues as normal 

+ Flop: Three community cards are dealt, and another betting round takes place. zd Ie) |. * Split: Only possible if your first two cards have the same value, this 

"Y | separates your cards into two hands played independently, each If you have a blackjack when insurance 
жк Turn: A fourth community card is dealt, followed by a betting round. Two cards of the same rank, and three unrelated эбе cards | with a bet value equal to your initial bet. betting starts, you have the option of 
* River: A fifth community card is dealt, followed by a betting round. HIGH CARD | taking even money. This immediately 

|| (wa) CET Ince all player turns are finished, the dealer will reveal their hidden pays out 1:1 on ur initial bet. 

* Showdown: On reaching the end of the final betting round, the players Bg >„*| pA یا‎ non er e چ‎ Жн 

A card: if their score is less than 17, the dealer will hit; if it's 17 or more, Otherwise, the standard rules apply. 
reveal their cards, The player with the best hand ranking wins the pot. If энш. ы the dealer will stand. Players will win if their score is closer to 21 than 
multiple players share the same hand rank, the remaining "kicker" cards ui э а * the dealer's score or И ће dealer busts. f а player and a dealer have the 
are taken into account. If some players still share the best hand even after - = | veu edens Mic pd 
Any hand that doesn't qualify under a category listed above same score, the hand is a “push” and the player retrieves their chips 
taking kickers into account, the pot is split between them. | M a x disci 
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DOMINOES 


A standard game of dominoes is called Draw, where your aim is to be 
the first player to down all of your dominoes. There are 28 unique tiles 
in a set. Each player begins with seven, drawn at random, and any 
remaining dominoes are placed into the boneyard. 


Dominoes are placed face down or in a rack facing the player so that all 
players can see how many tiles their opponents have remaining but can 
only see the pips (the dots on each tile) for their own allocation. 


The player who has drawn the highest double begins the game by 
placing it face up in the middle of the table. If no player has a highe: 
double, the player with the highest-value tile will go first. This creates a 
line of play and the other players, in turns, extend it by selecting tiles 
from their hand with a matching number of pips on one side and place 
them at the ends, 


Ifa player can't place any of their tiles on their turn, they must draw a 
new one from the boneyard until they get a playable tile, Once the 
boneyard is empty, they pass. Play goes on like this until one player 
wins the round by downing their last tile. 


If no player can make a move, the round is blocked and the winner is the 
player with the lowest pip count on their remaining tiles. 


A canny player will be able to guess what their opponents are holding 
by surveying the tiles already downed and noting when other players 
have to draw or pass. This allows for strategic moves to block other 
players, or save more valuable tiles for lator. 


The winner's score is the total pip count of all the dominoes the losing 
players have in their hands. Games continue with new rounds until a 
player reaches the target score of 60. 


There are a few variants that follow the same core of rules with a twist, 
as described here: 


Block: There is no boneyard, so players cannot draw new tiles. 


All Threes: Points can be earned at the end of every turn by totaling 
the number of pips at each open end of the line of play. f this “edge” 
value is a multiple of three, then the player scores that number of 
points. The winner of a round receives the total of their opponents 


pips, rounded up or down to the nearest three. Games continue until 
a player reaches the target score of 90. 


All Fives: Same rules as All Threes, but players score points when 
the edge score is a multiple of five. The winner of a round receives 
the total of their opponents’ pips, rounded up or down to the nearest 
five. Games continue until a player reaches the target score of 100. 


Spinners: Doubles are played as “spinners”, ata right angle to other 
tiles, so that players can place tiles on any of the four sides, causing 
the line of play to branch out. 


(9 FIVEFINGER FILLET 


Five Finger Fillet is a test of courage and coordination. Each player 
places one hand, outstretched, palm down, on a table and then stabs @ 
knife back and forth between the fingers, aiming to move quickly and 
without causing injury. 


A sequence of buttons (one "lap ) will be displayed onscreen. Press the 
buttons when prompted as fast as you can; pressing the wrong button 
or hesitating for too long will cause you to stab your hand, Each time 
you complete one full lap, you have an opportunity to press CD / (fj to 
show off and perform a trick 


At the beginning of each game, you must place a bet. If you win the 
game, you take the pot. New opponents will raise the betting stakes 
and the difficulty 


There are three variations: Classic, Guts, and Burnout. Finish first in two 
rounds to win a game. 


Classic: Complete a set number of laps in a faster time than your 
opponent. You get five attempts; if you fail an attempt, the timer is 
reset and you restart from the beginning. 


Guts: Complete the most laps in a 20-second time limit. 


Burnout: Complete the most laps in 30 seconds with no mistakes 
and in a single attempt. 


Note that you can learn the sequence of buttons by watching as your 
opponent plays: hold (&2)/ | during their tum. 
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CHANCE ENCOUNTERS 


Chance encounters are short scenes or gameplay sequences that you 
will stumble across during your travels, both in the wilderness and in 
towns. Many of them can be completed in a varity of ways, with each 
option leading to a different outcome — particularly in terms of how your 
honor is affected. 


All chance encounter opportunities appear on your radar as temporary 
gray blips. Whenever you notice one of these, move closer if you want 
to get involved or to witness the scene, or move away if you do not. 


SPECIAL CHANCE ENCOUNTERS 


A few chance encounters are unique in that they will unlock extra 
missions upon completion. The map on this page reveals the locations 
where these take place 


SPECIAL CHANCE ENCOUNTERS 


NAME DESCRIPTION 


man в looking at a m 
from hin. 


Treasure Hunter А 


Any one of Torch Procession, | 
‘Staking Shadows, Spooked 
Worse Voce 


These char 
Night Folk ga 


n the Bayou region 
Murder Scenes 


retrieved from the wcum s head 


Del Lobo Execution 


h Procession. Stang 
Shadows. Spooked Horse. Voice 


© | Murder Scenes 
0 


Lobo Exvcutior 


nd using binoculars, You need to loot the 


"counters all involve minor controntabons with the 


Three different murder scenes to find; with each one, a map can be 


A deputy tums in a Del Lobo in Tumbleweed, and the sheriff executes 
outlaw. This is avaiable from Epilogue 1 onward 


MISSION UNLOCKED 


"High Stakes Treasure" (treasure hunt) - see page 197. 


A Fine Night For It" stranger mission) ~ soe page 191 


"American Dreams" [strangor mission) = see pago 191 


Joaquin Arroyo” & "Esteban Cortez” (two bounty hunter 
missions) - see page 185 
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WILDERNESS CHANCE ENCOUNTERS 
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WILDERNESS CHANCE ENCOUNTERS (CONTINUED) << 


Animal Attack 


‘Animal Mauling 


DESCRIPTION 


A person is surrounded by predators. 


A man is being mauled by a predator. 


NOTES 


+10 honor if you save them. 
+ 10 honor it you watch them get killed. 
* -5 honor if you leave. 

20 honor if you save and then murder them. 


+2 honor if you scare off the predator. 
* +2 honor il you give the man medicine. 

+ +2 honor il you give the man whiskey. 

* +2 honor for kiling him пе asks you to end his suffering. 
* -5 honor if you watch him got killed. 

+ -5 honor if you leave 


Alone man asks for help, but then attempts to steal 


EE + 2 anor you ойе your help 
Ame eat _ | Outaws are buying a wagon fo weapon |» You can coc anno om th chest Ta the wagon 
+ honor you sme Nin, and 55 you give him some whey 
"20 paro i wach hri edd 
Вам Тор | A man has his oot suckin a bear ap $ honor ii you eave 
Baron you siea om him before helping 
| 3 hon i you sve ond en ad Mn vou rl homo 
[Boat rach | Mr or dumping dod body laka | Te ora fr atacting hen other an łat you mh et Famn hr ads 
| mamas | Yeu olin a ten ole nthe od andar | Jup to int out ot tne hole 


attacked by ambushers, 


Bounty Transport 


Bu 


19 Bodies* 


Camp Attack 


Camp Stranger. 


Campfire Ambush 
Chain Gang 


Checkpoi 


Coach Robbery 


Corpse Cart 


Crashed Wagon 


Del Lobo Posse 


Drunk Camp 


Escort 


Executions 


Fleeing Trespasser 


Friendly 
Outdoorsman 


Frozen to Death 


Two bounty hunters transport a wanted man 


А man at Coots Chapel who has 100 many bodies to 
bury has taken to burning them instead. 


Murfrons or Skinners take you by surprise while you. 
camp in their territory. 


A strange woman approaches while you camp in the 
wildorness and asks to join you 


a camplie 


| Murfroes ambush you as you investi 


А group of prisoners using pickaxes to strike rocks kill 
the guards watching over them and escape. 


Lemoyne Raiders are chucking a wagon on the road 
looking for fedora supplies to steal 


A gang is robbing a coach. 


Мигове are transporting dead bodies, but one of the 
victims s stil alve and calls out 


A drunk hi 
watch his 


crashed his wo 
uff while he wa 


on and asks you to 
s back to town. 


| You run into Del Lobo riders 


A drunk asks you to sit at his camp and as 
whiskey. 


s for 


A woman is stranded in the wilderness after the 
death of her horse, and asks you to take har home. 


Lemoyne Raiders are poised to execute federal 
‘employees 


A wospasser from the Gray or Braithwaite family is 
being chased by the opposing family 


A man inspecting a pl 


t 


Settlers that didn't survive the cold weather. 


* 45 honor for turning in the bounty yourselt 
* No honor consequences for kiling the bounty hunters or freeing the wanted man, though 
the latter might reward you with a ир on а nearby robbery opportunity | 

* -2 honor for klimy the bounty while he's bed up. 
1 


* -15 honor if you kill the man. 


* Ten 


are two possible varations. e 


дме you a warming, or they attack 


* 45 honor for allowing her to sit by the fire 
* 22 honor for making her run off 

* -10 honor for killing hor 

* -5 honor for antagonizing her atter allowing har to stay 


* Dead Eye can be useful to take them down when they hold you up. | 
* -B honor for kliny each lawman 
* +5 honor for intervening 


10 honor for kiling tho drive. 
+ -| honor for stealing the wagon. 


* +10 honor if you intervene and save the victims 
* honor f you intervene but the occupants stil die 

10 honor if you allow the passengers to be murdered. 

+ `5 honor if you leave 

+ You can find а few random collectibles in the lock box at the back of the coach 


ng the victim. 
ng thv victim 


= 42 honor for agreeing to watch his wago 
2 honor for stealing from his wagon # you don't agree to help. 

5 honor for stealing from his wagon И you do agree to help 

* You can steal a valerian root from the lock box close to the wagon (only possible once). 

* Ina variation of this event, two outlaws argue over whose fault the accident is 


* Only available from Epilogue 1 onward. 
* If you give him whiskey, the man will tell you about Fort Riggs. 


* +10 honor for helping her 
+ Z2 honor if you ignore her or decline о help 
» 20 honor tor killing her. 

* 5 honor for terrorizing her 


+10 honor for successfully saving the victims. 


12 honor for intervening 
+ -5 honor if you watch the victims get killed. 


* You can assist the pursuers by stopping the trespasser. 
* If you approach, he'll share his knowledge of the plant with you 


* You can loot a document from the 


Fussar Chase. 


Gold Pam 


Horse Race. 


Hostage Rescue. 


Two islanders making a run for it with Розвага men 
in pursuit 


A lone man is panning for gold near a riv. 
A rider challenges you to a race to the nearest 
landmark 


Someone on the side of the road asks you to rescue 
"heir spouse from thugs in a nearby shack 


* 45 honor for saving the islanders from Fussar's men | 
* Only available during Chapter 5 | 


* It you wait long enough, the man might find a gold nugget. — 


+ -2 honor it you steal the gold nugget. 


* -2 honor for Kicking or attacking your rival during the race. 
* -10 honor for kiling your rival after agreeing tothe race 


* +10 honor for saving the victim. 
* 10 honor fr killing the person asking far help 
+ 10 bonor for watching the victim get killed. 


10 honor for kiling the victim when they are tod up. 
20 honor for kiling the victim after saving thom. 


Hunter 


A hunter is tracking an animal 


* Bear version only: +5 honor for saving the man's life when the bear charges him. 
+ 20 honor Юг kiling him alter helping, -1 honor for looting him. 


= 


+ You can skin the bear alter kiling it 
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DESCRIPTION 


Inbred Kidnap | Two Muri 


ез are kidnapping a woman. 


NOTES 


+10 honor for saving the victim. 
+ honor for giving the victim а ride home. 

5 honor for failing to take her home after agreeing to do so. 
5 honor for saving her and not freeing her night away, 

10 honor for watching without helping 

20 honor for saving then murdering her 


A dying man fall off his horse and needs to be 
the doctor 


Injored Rider. 


A man is riding by a ted 
horse screams lor help. 


victim on the back of his 


Kidnapped Victim 


The Laramie gang ıs harassing ranchers and killing 
ther саше 


Locked Sale | Two outlaws are trying to break a sale open 
A lone prisoner asks you to free him from his 
Lone Prisoner | shackles 
Lost Friend | A man is searching for his lost friend, 
Lost Man | Aman is lost and asks you to lead him to the closest 


town. 


Two moonstuners ofer payment in exchange for 


Moonshine Camp | collecting plants. 


Murder Scene | You run across a murder scene. 


Naked Swimmer | A naked swimmer arves as you ish 
Outlaw Looter _ | A man looting a dead body 
‘Outlaws open fre on a prisoner wagon and free one 


Outlaw Transport | oftheir own who is locked inside 


Amanis 
and asks f 


Naa iting after eating something poisonous 


Posse Breakout | Bil has been captured by bounty hunters. 


A prisoner being transported in a wagon asks for 


Prison Wagon | py 


Rally Ceremony | A new member s being accepted into the order 
Rally Dispute | A PONU ol hooded raly members argue over a 


Taly Setup | Hod 
Rite Pacc 


ly turnout. 


Tally members struggle to put up a cross. 


taking target practice. 


Lemoyne Ra 


Road Ambush | зету gang members ambush you as you ride ona 
Toad at right 
The hori aftermath of an attack on 
perpetrated by Skinners 


Savage Aftermath" ampsita 


| * $2 honor for intervening. 


Î ® Wait unii they open the sale to claim its contents, or blow it up yourself with dynamite! | 


| + Finding al three clues unlocks the "American Dreams” stranger mission see page 181). 


| ® +2 honor for breaking up the rally 


| ® There are two possi variations In the verson with a scalpod man bleeding out, +5 honar for 


* +10 honor for taking the man t 
Public Hanging chance encounter 
+ -5 honor for kiling the man. 


doctor il he's stil alive, this might later trigera. 


* +10 honor for saving the victim 
5 honor for saving her but not freeing her rigt 
“20 honor for saving her then kiling her 
5 honor for not helping. 


ıt away 


* +10 honor for kiling the Laramie and saving the victims. 
20 honor for killing the victims after saving them. 
+ -5 honor for watching and not helping. 


you prefer 
+ +5 honor for shooting the chains. 
* You can Һоме him and turn him in at any sheriffs station t receive а bounty payment. 
+ Use Eagle Eye to fnd the rend, frozen, in the highlighted area 
+ +5 honor for informing the man that his friend s dead, 
+ 2 honor lor refusing to help. 
* Не wil tell you а story on the way. 
+5 honor for helping him. 
= 22 honor for refusing to help him from Chapter 6 onward. 
* Use Eagle Eye to find the plants, 
* «2 honor for helping them, along with a chest reward (aged pirate rum the fist time] 
* There are three different murder scenes to find. In each one there is а map hidden in the 
victim's head 


+ I you greet him, he will point you to a fishing spot with large specimens to catch 
= No spe 


al considerations, acl as you please 


+ No special considerations, act as you please 
35 honor for saving him 

S honor tor watching hm do 

honor tor ignoring hm. 

* 20 honor loc kin him ftr helping 

® You can find he herb ho ate nearby 


= 45 honor for freeing Bil 

= 22 honor if you don t agree to go help Bil. 

* There are items and valuables to loot in the camp. 

= «10 honor for freeing the prisoner, 

+ 5 honor for kiling each lawman 

* il you help the prisoners) they might reward you with a tip on a nearby robbery 
opportunity. 


+1 honor for breaking up the rally 


2 honor for breaking up the rally. 


® No special consider 


tions; act as you үйге 


* No special considerations; act as you please. 


putting him out of his misery 
+ Ín the version where the only survivor is a deg пех to his dead owner, -5 honor for kiling the dog. 
* +2 honor for intervening. 

+ 55 honor for successfully saving the victims 

+ 55 honor for watching the victims get killed 


Savage Fight® | Stinners are attacking a campsite 
Thorn are a few itum to collect in Ти camp. 
Savage Wagon” | YOu fun into a wagon whose driver and passenger |» Wo special consideration; act as you please 
| | * 2 honor if you cheat 
5 honor d you try to rob him 
A man engaged in target practice cf you a fondly | * 5 honor you lum ог run away without paying altar losing 
Sharpshooter wager on who is the better marksman. * Use Dead Eye if you struggle. 
® H you win, the man wil want to raise the stakes when you meet him again. Waking away 
without taking he winnings wil reward you with honor 
oka des | K moe bay аа Sour = You can listen to hs story you greet him 
Skipping Stones | A miserablo boy is skipping sto 2 This event can happen again years iater, during or atter the Epilogue 
* +20 honor if you save is he. Ts might ter wigger the Consequence chance encounter 
inthe netos tour 
Snake Bite | Aman has been bit bya snake and asks for help. — | * honor if you watch him die. 
© honor yov ignore him. 
1 : 0 honor for ing him after helping. EN M | 
Your harsa is spooked by the body ofa dead horse | * This is one of the chance encounters required to trigger the "A Fine Night ori stranger 
Spooked Horse | ofr by Night Fl mission (see page 11! 
1 you folow the man, your horse wil buck you of and Night folk members will ambush you. 
Stalking Shadows | A man spooks your horse and crosses the road. * This is one of the chance encounters required to trigger the "A Fine Night For It" stranger 


mission (see page 191). 
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WILDERNESS CHANCE ENCOUNTERS (CONTINUED) : 


Stranded Rider 


Torch Procession 


Torturing Captive 


DESCRIPTION 


Aman i 
hat 


ying to remove something from his horses 


Two Night Folk are dumping a dead body in the 
swamps. 


Two Murlrees are torturing an innocent tied to a re. 


NOTES 


= There are two variations of this event. In опе, the horse kicks the man, who dies. lı 
other, the horse runs off and you can help by returning ıt to the man. | 

+ 45 honor for bringing back his horse. 

+ 22 honor for refusing to help him 

* "I0 honor lor killing him after agreeing to help him 


* This is one of the chance encounters required to bigger the “A Fine Night For It stranger 
mission (see page 181). 


* +1 honor for intervening 
* +10 honor for cutting him free. 
* 5 honor for watching the vicum g 
* -5 honor for ignoring the victim. 


Train Holdup 


Enemy gang members ae robbing a train with their 
victims lined up. 


* +2 honor for intervening 
+S honor for watching the victims get killed 


‘Trapped Woman. 


Treasure Hunter 


Voice 


Wagon Threat” 


Washed Ashore 


Wild Man 


Wilderness 
Hanging 


‘A woman is trapped under her horse and asks for 
help 


A man is looking at a map and using binoculars 


While traveling through the swamp at night, you hear 
someone crying for help. 


The Laramie gang are robbing a wagon and 
threatening its owners 


You encounter a small wrecked boat 


You run into a naked and crazed man who grew up in 
the wild with wolves in Roanoke Ridge 


You run 


лов a hanged man. 


* There are two variations: either the woman really does need help, or she’s the bait in an 
impending ambush 

+ +5 honor if you help hor 

* +5 honor if you take her home. 

+ -S honor if you refuse to help. 

* 5 honor for failing to take her home after agreeing to do so 

+ -10 bonor if you kil her while she's trapped. 

* 22 honor it you save and then murder her, 

+ Trap variant o 


ly - honor for kiling the woman before knowing it's a rap. 


* You need to steal his map to initiate the High Stakes Treasure Hunt ] 


+ -5 honor for stealing the map 


* Follow the voice to fnd the person in distress. When you ry to һер wih @/@), you are 
ambushed by the Night Folk | 
+ This 1s one o the chance encounters requi to tigger tho А Fine Night Fort stronger. | 
mission see page 191) 


* +10 honor for saving the victims, 
* -10 honor for watching the victims get killed 
* 5 honor for riding off 

+ 320 honor for saving t 


en killing them. 


* There are multiple valuables lo collec around the boat. as well аз a letter to Bonnie. 


Macfarlane 


* Alter two encounters, you can follow him back to his do upa few 


whore you can pi 


+ -2 honor lor kiling the man 
= 22 honor for going into his den and killing the wolves 


* Ether nothing happens, or you are ambushed by the local gang. | 


‘Davy тебе om Epos 


МАМЕ 


Bronte's Goons 


Bronte Patrol 


Consequence 


Dark Alloy 
‘Ambush 


Dark Alley 
‘Stabbing 


Dead Bodies 


Del Lobo, 
Breakout® 


Del Lobo. 
Execution" 


Domestic Dispute. 


Drowning Murder. 


DESCRIPTION 


A beggar asks for money. 


A couple of Bronte's goons an 
Denis. 


atting in Saint 


| A tew of Bronte's men are patrolling around Saint 
| Denis looking for members of Dutch's gang. 


‘Atownsperson that you previously saved trom a trap 
ora snake bite wants to offer you a reward. 


TTA man in Saint Denis asks you to follow him into an 
alleyway and then ambushes you 


‘Arman s being robbed at knifepoint in an alleyway. 


| A manis filing a wagon with dead bodies in Armadillo 


A few Del Lobos are busting a gang member out of jail. 


A deputy turns in a Del Lobo in Tumbi 


A couple is having a fight 


A man is trying to drown a woman by forcing her 
head into à water trough. 


A drunk man in a saloon challenges you to a duel. 


TOWN CHANCE ENCOUNTERS 


NOTES 


+5 honor f you give him money; -5 honor it you steal his money 
10 honor if you kil him. -5 honor if you beat him up. 

* in one variant with a con man. you can retrieve any donation made without losing honor 

* In another variant with a desperate man, you can obtain special snake ой and lose mare 
honor for harming him. 


* If you look for а fight, beware of potential witnesses 


* This event happens close to tom 


зо a shootout is likely to be noticed by witnesses. 


* Your reward is to pick опе itom from a specific store for tro. Use ths opportunity to buy 
omething expensive 

+ -20 honor tor killing the townsperson o 

* 45 honor when the person thanks 


friend they re talking to 


+ You will regan consciousness either ın the ceme 


ery or by the river. 


* +10 honor for saving the man. 
5 honor if you watch them ge 

* 5 honor if you leave 

+ 20 honor if you save and then murder hum. 


* 10 honor for killing the man who warns you about cholera 


* -S honor if you stand by as they murder tt 


» -Zhonor it you 


the Del Lobo. 


= 52 honor for offering words of encouragement to either party after 
+ “To honor lor kiling one of them 

+ 2 honor fr interrupting ther argument with an antagonizing comment 
+ 310 honor for saving the woman This can ngger а Public Hanging chanca encounter if 
уви knock out the man instead o ling him 

+ -20 honor f she s killed as you watch 

+ honor if you ignore the victim. 

+ 5 honor il you watch and she gets away 

+ +5 honor for tuming down the duel and ignoring the insults 

+ 32 honor for disarming him and lenting him ie. 

+ 2 honor lor kiling him after Chapter $, 

+ in an occasional vanation of this even the man collapses before the duel begins 


gument 
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TOWN CHANCE ENCOUNTERS (CONTINUED) 


NAME. - 7 


Duel Boaster 


DESCRIPTION “® 


A man at the Rhodes saloon brags about his 
marksmanship, and challenges you о a duel 


NOTES 


+2 honor for disarming him and letting him уе. 
2 honor for kiling him. 


Duel Winner 


A duel ends and the winner challenges you to be 
next 


+ +2 honor for disarming him and letting him Ii 
2 honor fr killing him. 


Fleeing Family 
Foot Robbery 


Gang Encounter 


‘family is loading up the last of their belongings in a 
wagon and hurrying o escape Armadillo 


| Two 0'Drscolls or Lemoyne Raiders are roughing up a 


You run across 
simply continue t 


fw rival gang members. They may 
ir conversation, or instead opt t0 


antagonize you. 


Lost Drunk 


On the Run. 


Parlor Ambush 


Peeping Tom 


Pickpocket 


Piss Pot 


A few Lemoyne Raiders throw a fire battle at a federal 


| busing in Saint Dens. 


A boy asks for help finding his last dog, which you 
wall hear barking f you search the highlighted area 


A drunk man asks you for directions. 


An angry man in Strawberry is searching for a 
swindler who sold him a bogus cure for impotence. 


| Two Lemoyne Raiders come into the Rhodes saloon 
woking for trouble 


Ает 
ode 


m are peering through a window with 
cement 


A man bumps into you as you e 


sr a shop and steals 


In Saint Denis, people may suddenly empty chamber 
pots uver balcones - to the surprise and anger of 


| passers-by below. 


A lawman chases a ommal down 


alleyway m 


| Saint Denis. 


A erımınal is being hanged 


+ +10 honor for taking the dog back tothe bo. 


+ 5 honor for assisting the angry man and watching the swindler gat kiled. 
* If vou don't leave, conflict is unavoidable, 
| * There are three possible scenarios a woman getting undressed, a couple smoking opium, 


T honor for freeing the crimina 


= Only available from Epilogue Y onward 
* -10 honor for kiling either of them. 

5 honor for terrorizing them. 
+ 45 honor for intervening 
+ 5 honor for watching the victim get beat up. 


* Beware of witnesses if you resort to violence, 
* No special considerations, act as you please 


+ 20 honor for ио the boy or the dog 
+ ithe boy s cruel tà the dog: -2 honor for kiling the boy, +2 honor for beating him up 
+ 2 honor or assisting 

+2 honor lor misleading him 
+10 honor for пивото him and watching the consequences f that le 
+ 20 honor for kiling him while h rs passed out | 
+ The swindler tides in the latrine across the пун. Onc you ve found hi, you can assist OF 

mislead the angry man 
+ 52 honor for misleading the angry man and returning to the swindler. 


and а cowboy being spanked, 
+ +2 honor for scalding the two voyeurs 

+ 2 honor for looking through the window 
* 710 honor for continuing to watch 


* You'll need to chase him if you want your money back. 
* No special considerations; act as you please. 


® No special considerations; act as you please, 


+ Another -5 honor loss for freeing а c 
lawmen that come after you 


nal that you arrested, and again for killing any 


Rat Infestation 


| The bartender at the slum saloon in Saint Denis asks 


ou ta help him with his rat problem, 


A few drunks exit the local saloon and cause trouble 


+5 honor for shooting up the saloon and not helping the man after agreeing t. 


= +5 honor lor helping the man 


Rowdy Drunks | A ew dun te ol salo + No special considerations, act as you please 
= Fast Encounter 
$ Z honor tor turning hor in 
S poor for helping her aftar Chapter 5, 
Sell Defense | who was threatening her and asks you lo dispose of | s 5 honos or geting rid ol the body, taking the money, and then turning her in | 
the body. Ti can occur twice. $2 honor for turing her in. 
* юни for helping her 
{Tung her m eight rigger» Public Hanging chance encounter 
Show ОН | Aman chow: alf his new gun but accidently shoots |. No special considerations; act as you please 
А woman in the Saint Denis slum saloon leads you — | +S honor you fil her before you Know ГУ a ар 
Slum Ambush | into an ambush in а back alley. + -5 honor for following her from Epilogue 1 onward 
Two men burst from the local saloon engaged na fat 
зиен Ром | s © aged + No special considerations; act as you please 
Абен young men maka fn of you and fee when ou | „ ie > 
eem 7 honor you jump inside ho grave 
Tew Borel | An outlaw is boing bo 2 honori yu tl te reverend or anyone in attendance. 
Town | Aman contranta you for one ofthe ormes you hve | -5 honor for kiling bi 
Confrontation — | committed OMT: RAZA | 
"The money in he top drawer of е dresser in room TÛ. A at ghi occurs when you fnd 
Town Robbery | Aman in Valentine calls you over and fers a robbery | ` 


tip in exchange for a cut of the proceeds. 


Three Del Lobos ride through Armadillo, calling out 


If you һе and say you couldn't find the money, -5 honor. Оп a subsequent encounter with 
the man, he will confront and attack you 


Town Terror” — | ihe subject of their ire. and shooting up a building. |" *2 honor for intervening, 
+ +5 honor fr offering her money 

Town Widow — | A woman coníronis you for kiling her husband + 10 honor loss for kiling her 
7 22 honor fr antagonaimg her. 

А thug is threatening violence if a debtor doesn't pay | * +5 honor for helping the debtor. 

Unpaid Debt | up what he owes + 5 honor for watching the debtor get shot (any in certain variants) i 
= +10 honor for saving them. | 

Wealthy Couple | A wealthy couple are mugged. Either the woman дев | * 5 honor for watching and not helping. 


killed. or she beats up the thugs. 


10 honor for watching the woman get killed. 
-20 honor for saving them just to kil them, 


"only siae tom 
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SPECIAL CHARACTERS - 


RED DEAD 
REDEMPTION. 


‘As you travel the world of Red Dead Redemption 2 
and advance the story, you will regularly run into 
special characters that offer unique dialogues. Many 
of them can be encountered multiple times, with the 
way you behave early on affecting later stages. For 
example, intimidating a special character may cause 
him or her to flee the next time they see you. 


The map on this double-page spread shows the 
locations of all special characters. You can find details 
about when or how they can be encountered over the 
pages that follow. To avoid unnecessary spoilers, our 
descriptions are sufficiently detailed to enable you to 
recognize the opportunity or event, but suitably vague 
to preserve each story for you to experience first-hand 
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AGNES VISIBILITY 


Spm and Зат. Ja | Invisible 
Notes: The ghost of Agnes Dowd can be | 
found in the Bayou swamp. There are six Jb | Imisible 
possible stages, each taking place at a РДЕЛ реа 
specific spot (as shown on our map). Each J 
stage consists of one or more possible sub- 2 | ise 
stages with unique lines of dialogue. 
Agnes is visible in some of them, and || w Visible 
invisible in others. You can only trigger the I 
next stage by visiting her again 4B in-game || зә | mise 
hours afr your previous encounter. rae lit ease 
4a | Imisible 
^b | Visible 
ас | Invisible 
м | Visible 
ANDERS HELGERSON 5a 
Availability: Chapter 2 onward, between Sb 
Bam and pm. E 
Notes: А recruiter for the Chelonian cult in кили 
Saint Denis. Anders tres to convince ы | Visible 
passers-by to join his ranks and will offer 
you a pamphlet if you talk to him. 6 Visible 


ARMADILLO TOWN CRIER 


‘Availability: Epilogue 1 onward, between Bam and 7pm. 
Notes: This man can be found in two spots in Armadillo, He will wam you 
about a cholera ош 


BLIND MAN CASSIDY 


Availability: Chapter 2 onward 
Notes: This mystical blind man will tll fortunes if given a dolar. He is 
available in many possible locations (see ma). and at ny time. There are 
18 potential stages to experience before the end of Chapter 6, though you 
will need to wait three in-game days to trigger a new meeting after each 
encounter. Once you reach the game's Epilogue, you have access to a 
further eight stages. 


CAVE HERMIT 


Availability: Chapter 2 onward 
Notes: This strange hermit lives deep inside a dark cave directly west of 
Hanging Dog Ranch, at the edge of the map. There are five possible 
stages, each available at least three in-game days after the previous one. 
Note that you need to stay in his presence for a sufficiently long period of 
time, even after he asks you to go away, to hear all the man has to say 
and to actually see him. 
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n a | 


Complete Epilogue 2 
Notes: The leader of a cult that worships turtles can be witnessed 
jumping of a cliff with his followers — the same cif where you rescue 
Jamie during "We Loved Once and True" 


CONSTIPATED MAN 


Availability: After you complete “Polite Society, Valentine Style” (Chapter 2) 
Notes: A ^ can bo hoard struggling inside room 2A in 


DR MACINTOSH 


Availability: Chapter 2 onward. 
Notes: A scientist shares his theories in Annesburg. If you accept his 
book and соте back at least three in-game days later, you will get to have 
a second conversation with him. 


lity: Chapter 2 onward. 

Notes: This old and forgetful Union soldier offers three stages to 
here, with subsequent encounters available after thre 

game days, Two additional stages are unlocked from Epilogue 1 onward, 


Availability: Chapter 2 onward, from Bam to брт 
Notes: Dorothea is a suffragette who appe 
attempts to convince the crowd that women should be given the vote. 
‘After your first encounter, you can experience a second stage by coming 
back at least one in-g 


in Saint Denis. She 
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EUGENICS PROPONENT 


Availability: Chapter 2 onward, between Bam and 6pm. 
Notes: This man expounds his views on white supremacy on a stroet 
corner in Saint Denis. During the first stage, you can accept a pamphlet. 
from the man; a cutscene ensues, After this, he will run away from you on 
a future encounter (which can take place after one in-game day). 


GAVIN'S FRIEND 


Availability: Chapter 2 onward. Note that the Rhodes location is locked 
while the "No Good Deed” stranger mission is open 

Notes: This man can appear at three diferent locations (Rhodes saloon, 
Roanoke Ridge, Saint Denis), and at a further four from Epilogue 1 
onward (Blackwater, Tal Trees, MacFarlane's Ranch, east of Armadillo) 
He is searching for his friend Gavin. If you loot him, preferably not in 
town, you will obtain the "Letter to Nigel from Tom”, which will help you 
to understand this side story. 


GIANT 


Chaptor 2 onward, botwoon Bam and Врт 
Notes: This characteris located to the north of 0'Creagh's Run. To unlock 
him, however, you first need to have studied at least 30 animal species. If 
that is the case, head to the west shore ofthe river directly east of the 
Wapiti Indian Reservation on a clear day (this will not work if the weather 
is rainy, snowy, stormy, or foggy). When you arrive, you should notice an 
unusual flock of birds on the river that will Пу away. Follow these on 
horseback and thoy will lead you to the giant's den. You can have two 
different conversations with this giant, the second one at least three in- 
gamo days aftor the first 


HERMIT 


‘Availability: Chapter 2 onward. 
Notes: This man lives in а cabin to the north of Anne 
1o kill if he witnesses a trespasser. I you take 
house for collectibles (including a secret treasure n 
and claim his weapon: a rare shotgun. 


burg. He will shoot 
I, you can loot his 
p — see page 344) 


HOMELESS VET MICKEY 


Availability: Chapter 2 onward 
Notes: This veteran of the Civil War asks for money at two possible spots 
in Valentine. There are six initial stages, each accessible three in-game 
days after the previous one. A seventh is unlocked from Epilogue 1 
onward. 
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JOE BUTLER 


‘Availability: Chapter 2 onward. 
Notes: A one-legged former confederate soldier, Joe Butler can be found 
begging in Rhodes outside the general store. There are initially threo 
stages, each available three in-game days after the previous one. A fourth 
can be seen from Epilogue 1 onward. 


Availability: Chapter 2 onward, between 12pm and бап. 
Notes: This old, drunken frontiersman can be seen ranting in Valentino's 
Smithfields saloon. 1 you listen to him and stay close, he will eventually 
attack you. Knocking him out will give you a chance to pick up his classic 
raccoon mountain hat. 


LILLIAN POWELL 


|| Availability: Chapter 2 onward, between Sam and Spm 
Notes: This drunk, aging writer talks about Ife in the Saint Denis salon. 
| There ме four stages to experience, each one three in-game days aher the 
previous one 


MAD PREACHER 


Availability: Chapter 2 onward. 
Notes: This individual appears in three different rivers, each time at least 
throw in-game days alter the previous encounter. The first potontial 
meeting is to the northwest of Strawberry, then to the west of Annesburg, 
and finally to the west of Valentine. A fourth stage becomes available to 
the southwest of Tumbleweed after the Epilogue. 


NICHOLAS TIMMINS 


‘Availability: Chapter 2 onward, betweon Bam and Bpm. 
Notes: The mayor of Strawberry is welcoming people to his town. 
Speaking to him leads to additional lines once his speech is over. Three 

|. stages can be triggered (the first two at the Welcome Center, the third in 
the main street), each at least two in-game days apart from the others. 
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POOR JOE 


Availability: Chapter 2 onward. 
Notes: This strange hermit lives in a tree to the north of Annesburg, near 
the edge of the map. To experience the three stages here, you will need 
to wait at least three in-game days after each encounter. The final one 
can only be triggered from Epilogue 1 onward 


‘REVEREND 


Availability: Chapter 2 onward, between Bam and 7pm. 
Notes: This preacher stands on a roadside in Strawberry After your initial 
encounter, you can meet him again if you come back at least 24 in-game 
hours later. Your dialog choice during the initial encounter affects the 
second conversation, but has no gameplay consequences. 


Availability: Complete the stranger mission called "A Bright Bouncing 
Boy II” [see page 188), 

Notes: A robot appears on a mountaintop close to Colter after you 
complete the associated stranger mission. Note that the electric lantern 
lacquired by returning to the lab after completing “A Bright Bouncing 
Boy = II") will glow orange when aligned in the direction of ће robot. 


Availabilty: Chapter 2 onward 
Notes: This strange and creepy man lives in the Bayou Nwa, in a cabin a 
shart distance to the southeast of Lakay. If you accept his invitation to go 
inside the cabin, you are in for a bad surprise. You will wake up in the 
wilderness, with some of your money gone and your attribute cores 
‘exhausted. Returning to the cabin can be a profitable trip if you plan to 
exact revenge, with multiple collectibles to pick up inside 


‘SOOTHSAYER 


Availability: Chapter 2 onward, 
Notes: An old and nearly blind woman talls fortunes in exchange for 
money. There are 15 stages to experience, each available three in-game 
days alter the previous one, with her location alternating between the 
Bayou and Bluewater Marsh. The fist ten con be triggered between 
Chapters 2 and 6, and the last five once you begin Epilogue 1 
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Availability: Epilogue 1 onward. 
Notes: This man can be found in various parts of the State of New Austin. 
You can encounter him 12 times, each one at least three in-game days 
alter the previous. The stages occur in the following areas: the first three 
in Hennigan's Stead, then one at Challa Springs, then five in Rio Bravo, 
one in Gaptooth Ridge, and the final two in Rio Bravo again. 


THOMAS DOWNES 


Availability: Between the beginning of Chapter 2 and "Sodom? Back lo 
Gomorrah” (Chapter 3) 

Notes: Thomas Downes is located opposite the stable in Valentine, trying 
to raise money for an orphanage, You can experience two different 
conversations with him: one before completing "Americans at Rest", a 
story mission that occurs during Chapter 2, and one afterwards. 


TIMOTHY DONAHUE 


Availability: Chapter 2 onward. 
Notes: Timothy Donahue sells a book called "Get Rich Quick" near the 
barber in Saint Denis, for the rather steep price of $50. you come back at 
least two in-game days later, you can encounter him again and ask for a 
refund — though you will need to chase the man and loot him to get your 
money back. Beware of witnesses during this process. 


TUMBLEWEED SHERIFF 


lity: Epilogue 1 onward 
Notes: The unforgiving sheriff of Tumbleweed proclaims his authority 
‘over all who enter his town. There are three possible encounters, each at 
least ono in-game day apart from the others. 
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This chapter features detailed annotated maps covering the entire world of 
Red Dead Redemption 2. No matter where you might go, the following pages will 


MAP LEGEND 


_ INTRODUCTION 


This chapter offers expanded topographic maps that collectively chart the full 
extent of the Red Dead Redemption 2 world map. For each area, you will 
find detailed annotations revealing the positions of key points of interactivity 
and collectibles 


Whenever item locations require specific notes (such as additional 
guidance for well-hidden collectibles), you will find numbered icons 
such as Фит and footnotes such as 


These icon numbers make it easy to connect an annotation to its 
associated note, where relevant. 


All icon numbers are used globally throughout the guide. The very 
first cigarette card, for instance, is "EI". Whenever this collectible 
appears in this book, you will always find it represented with that 
number, and that number only: itis essentially the "item ID 


Numbers are grouped in logical ranges to facilitate easy reference: 


EM. NUMBER 


Cigarette Cards 
Points of Interest 
Chests & Lock Boxes 
Di 
Rock Carvings 


заш Bones. 


Special Tonics 


Unique Collectibles. 
Item Requests 
Rare Orchids 


Note that certain features are not immediately available when you launch 
a new game, and are gradually unlocked as you complete the early 
chapters of the adventure and meet new characters. For this reason, we 
would suggest that you leave major collectible hunting expeditions until 
you have made sufficient progress. We provide detailed information on 
feature unlocks in the flowcharts that appear before each section of the 
main storyline in our Missions chapter. 


| The following tables offer an overview of the icons used not just in this 
chapter, but throughout the guide. 


SHOPS & SERVICES* 


ICON | MEANING 
General Store © | Horse Fence 

Gunsmith Ж) | Bait & Tackle Shop 
Stable 


| Tailor 


Trapper Saloon 
Barber Post Office 


© 

Le 

Le 
Butcher | © Hotel 

Le 

ә 

© 


Doctor Newspaper Seller 
Photo Studio 
Show 


4 | Stagecoach 


Fence 


0094960 


| Wagon Fence 


TABLE GAMES ska asthe er cha к 
poco meanma 
| © Blackjack ] 
"© "| Dominoes ] 
I o Five Finger Fillet | 
| $ Poker | 
SPECIAL LOCATIONS 
| ICON MEANING 
[фи Фи | Point of interest | 
| ә ‘Shack/Cabin 
| e Legendary Fishing Location | 
IL o Legendary Animal Location | 
| N~ Qu | Cigarette Card 
QU | Chest/Lock Box 
E Фиш | Dinosaur Bone | 
| m Rock Carving 
L | Qui Unique Collectible 
| -Фа | Aged Pirate Rum | 
Om | Ginseng Elixir | 
| Qam | Valerian Root | 
fun $тп item Request ij 
| Gam Lady of the Night Orchid | 
JI Сав Lady Slipper Orchid 
| Gam Moccasin Flower Orchid | 
| Фал Acuna's Star Orchid | 
| Sm Cigar Orchid. 
| Фаш | Ghost Orchid 
| Фаш Î Night Scented Orchid 
| Gam Rat Tail Orchid 
| Gam Spider's Orchid 
| Фаш Clamshell Orchid 
! Gam Dragon's Mouth Orchid 
Sam Queen's Orchid 
Qum Sparrow s Egg Orchid 
| o | Dreamcatcher 
[oo | Gator Egg ڪڪ‎ 
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OVERVIEW MAP 


ATLAS 


* 
Whenever you are in an area of the game 
that corresponds to the border of a map Ў) To ensure maximum precision, each icon 
portion, you will find a page reference —— uses a red pointer to pinpoint the exact 
in the corresponding margin that details position of the corresponding item. 


Certain maps are so dense that we 
‘occasionally had to spread the notes 
over a complete double-page spread. 
This is represented by the » > » icon. 


For the more hard-to-find collectibles and points of interest, we 
D provide notes where necessary. These offer details on where 
This atlas consists of a collection of map portions. We have the collectibles in question are hidden, whether special unlock 
divided the world map based on a grid, with each grid conditions apply, or — with chests — what rewards they contain. 
cell corresponding to a map portion; see overleaf for an You can easily connect an item position to its associated note by 
illustration that will make things perfectly clear. matching the number of its icon and footnote, 
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Paca Hernández On the edge eof bank 
ro fade ta | 


тоба On a олеге 
Lautanen Dun kd tha moi, on 
the mantelpiece 


Robert Eliot Patchen | On a crate next to the 
yellow hut | Can only be picked up after you 
activate the "Smoking and Other Hobbies” 
missi 


Bloodhound | In the fireplace of the house 


Wr 


Largemouth Bass | Under the sofa inside the Gill 
Landing fishing cabin 


Camel Caravan | On the table close to the 
 dothesline 


US. Frigate | On a workbench inside the 
boathouse 


‘Steam Locomotive | On the south wall of the ruins 
‘American Paint | On a crate underneath the cotton. 


mil | Can only be picked up alter you activate the 
"Smoking and Other Hobbies” mission 
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Nokata | On a workbench inside the stable 


‘Thoroughbred | in the back of the wagon next 
10 the cotton bales 


И) Present Fisher | On a barmot at the top of the 
loading ramp of the Jansen Mills building 


1.0. Mcknight | On the table in the gazebo 


General Cora Falmer | On the tabla in the 
| she 


| Aged Pirate Rum | Inside the shipwreck 


LI Gold Bar | A few steps to the east of Catherine. In the small, ruined blue boat 

Brawa riy frm Caper A omand) 

Money| the foot sal stone wali Lon ttr can ny aa ae 
REAR OWAK camping dri i 

ned Voli Мото ecl Horse Rower 

Fagin ves tung 


Оп the water tower, between two tiny railway 
bridges 


Tricom Hat | Inside the shipwreck on Flat ron 
Lake's largest island [ШЇ] Noval Compass | On a table inside he 
boathouse 
Abalone Shell Fragment | Inside the old house 


Robard Farm 
Legendary Fox 
Legendary Bluegill 


Argi Rise Cabin | Unlocked during. 
the Epilogue 


E 
s 


PRIMER 
missions 
EXPLORATION 
ATLAS 
WEAPONS 
ITEMS 
EXTRAS 
INDEX 


INTRODUCTION 
MAP LEGEND 
NAVIGATION 
OVERVIEW MAP 
ATLAS 


EI] 2n ® саны | nd a mausoleum 
‘mh aard nt ron 


E] anne Coen | bac eley 
on bl board a wooden val 


ol Met Do he te 
{othe thet of e eto 


New ok Ont nh pr 

San Danie On theca 

ga On an aid dask in aaay 
{Snipa up ийи кш ace 
the Smar an Oberle masan 
Gale uma On bas he 

fortes a 

HI Cender ne On retrain nen 
Кз 


Yar | On he south wre rase he abe 


Iran obec | On cmt dy 
echo 


bea ad kla m 
w 


Mabel Poner | in me тезтез west 
A tne de abe by e 


- 


como 


эчу жетше tratos 


tr Sae Dec t 


nly unda tar teren 


га Oner Bram" ot tat ober 


p 


їрп on таң биту tn MF 


pone 
[o E 


seca 


266 


roger |0 
wodza etg oat | Can e 

Ss you sintering ed OO 
ies 

Pamot | Ona ete the per 

ot ir Bellon | Os sel беа ot 
Ie Sowtoat | On bo thw ac zd 
al ep Coa oniy b petat sr үш 
Seat e “Sing ard ачи 
eer Wro Vers n mde o! 
"eS baoth oer he soe 


Dated up aa p элкин a 
‘Sroting ane Ober Hobe” monos 


pr——— 
Napen | On a ble able of 
he barang jt cb o e POE 


Manai Cider 1093- Durs 


Knee | oa waren m the dte 
Кеч 


Peet Paro 
apes 
deve. 


Edward Leven 


na area бе seth end 


Were am | 
тер Ouch 


Apple Miracle Tone Sate O ox to the сте 
cette nor de fhe ales 


on Trza Kt Pape Neden beraat | 
колаш 


бите m Re Cages Exposes | Between 
Ter wagon wheels juste of ga Dade 
Jesi Chewing abus. Morey | Berty te 
Meco 


267 


One sno he room ere the Sant Denas 
ure tab pcr m page 18) 


Д Oncoten beles on he wat sd of he upper 


dec e ho Mara bateta сууз oh 
Ona widows on he uper pom n e 
жш ze l e ere laci cine a 
теа} om the wound) 


The Case ol he Shrew a Fog | acil 
able d Too 


Lady the Night red 
Aue Sta Orchid 
gar cid 


E Chest ocr 
ight Seana Ord 
ваты Orchid 


Speers Oi 
anche en 
Dos reid 


Legendary Bul | Future 
ile "Door Pura. msan 


Legendary Longnose Gar 
Bal Edge Stack 
Legendary Laka Surge 
Legendary Bud Cath 


PRIMER 
MISSIONS 
EXPLORATION 
ATLAS 
WEAPONS 
ITEMS 
EXTRAS 
INDEX 


INTRODUCTION 
MAP LEGEND 
NAVIGATION 
OVERVIEW MAP 
ATLAS 


RED DEAD 
REDEMPTION 


PRIMER. 


EXPLORATION 


aia 


2299 


269 


268 


RED DEAD 
REDEMPTION, 


PRIMER. 
MISSIONS. 
| | EXPLORATION 


WEAPONS 


ү | INTRODUCTION 


OVERVIEW MAP. 


4 


PRIMER 
MISSIONS. 


EXPLORATION 


WEAPONS 
ITEMS 
EXTRAS 


INDEX 


INTRODUCTION 
MAP LEGEND. 


NAVIGATION 


OVERVIEW MAP. 


THIEVEJ 
MACFARLANE'S ry 
RANCH 
^Y 
au 


° 


E] Money| Acts 


EE] 10e Pate Rum. Gold Nugget, Potent Miracle Tonic | Under the bed 
Опа table inside the small fahing cabin 

p Bear Claw Shack 

ED Logendary Rodin Pickerel 


25) Logondary Tatanka Bison 
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[I Eit Corinne | Under the table nex to the clo 
f] American Standardbred | On a table inside the boy's bedroom 
ЕЯ Missouri Fo 
Bolger Glade 
ИЙ вока Secret 


er | On a table inside the 


p/s bedroom 


Onaba 


Rum. C 
Jacksons, in 


on the small pier a 


Night Scented Orchid 
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Old Harry Fen Shack 


the back 


Fishing cabin 
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ШЇ Dynamite - 1865 — Alfred Nobel | On the back 
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II]. £2102 Jewelry Bog | Underneath the collapsed wall Onor 


the abandoned church ong 
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| Юр Сана Wiles Shack 
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Potent Miracle Tonic. Revolver 
l a dead tree 


[ШЇ] ^ the fot of the dead tre in which a wrecked 
boat is stuck 


On a wall on the abandones 


3) Legendary Panther | After completing 
the Master Hunter challenge, rank $ 
hurch's upper landing 
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This chapter offers an exhaust T ч all wı including stat 
pe customization, Pie on how best to жа your ree 


WEAFON STATS 


Each weapon has six main stats that broadly determine its overall 
efficiency, The first five parameters are normalized approximations 
based on other weapons, with higher totals indicating superior 
performance in the corresponding categories 


Damage: The damage each shot will deal when hitting a target 
Range: An approximation of both the maximum lock-on range of the. 
weapon and its maximum fire range. Both of these scale based on 
the weapon's class. 


Fire Rate: How many bullets can be fired per second. 


Reload: How quick it is to reload one bullet; the time it takes for a full. 
reload, divided by the number of bullets. 


Accuracy: How focused the weapon's spread is when you aim it, as 
indicated by the size of the reticle. 


Condition: The current mechanical status of the weapon, which in 
turn affects the other stats. 


| When you purchase or obtain a new weapon, its stat bars will generally 
look like the following diagram: 


ATYPICAL STAT BAR 
| 

oo EDGE 
=== 


The white section of a bar represents its current value. The larger 
it is, the more effective the weapon will be in the corresponding 
field. For instance, a large Damage white section means that each 
shot will hit harder. You will notice that white bar sections gradually 
shrink as you use your firearms and expose them to detrimental 
environmental effects such as water and mud. You can reverse this 
process by cleaning the weapon — a topic that we'll return to shortly. 


The gray section of a bar represents its theoretical maximum 
potential. You can develop a weapon's potential in two ways: 


* By equipping it with components, such as a long barrel or improved 
rifling. These are available at all gunsmiths via the Customize 
option. 

* By firing specialized ammunition. Different types of cartridges can 
be purchased, crafted, collected, or looted. Each ammo type has 
its uses. For example, express cartridges will significantly increase 
the damage you deal — and therefore extend the weapon's 
damage bar. 


If you equip a weapon with the relevant components and 
ammunition, it's possible for the white section of a bar to fill the gray 
section completely. This illustrates the fact that the stat in question 
has reached its maximum potential for that firearm. 


Conversely, if you allow a weapon to degrade, you will see the gray 
bar sections extending toward the left. This reflects the fact that the 
weapon is losing some of its efficiency and requires maintenance. 


The black section of a bar can never be attained: it is outside of the 
weapon's potential 


Note that the weapon section of the compendium keeps track of all 
weapons you have encountered so far, as well as key statistics such as 
kills, headshots, and accuracy. 


WEAFON DEGRADATION 


RED DEAD 
REDEMPTION. 


Weapons gradually deteriorate in condition due to usage and 
environmental factors. Allowing them to become dirty or rusty will lead 
to lower damage, slower cocking, and longer reloads. It is therefore 
recommended to regularly maintain your arsenal. 


amis Revove 


< RUR > 


© 
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* THE DEGRADATION PROCESS * 


You can keep track of the condition of a weapon via the weapon wheel. 
Look below the five main stat bars to find a "condition" bar. Initially, this 
is fully white — which corresponds to an optimal condition. Over time, 
you will notice that the right end of the bar becomes gray, indicating 
that the degradation process has begun, and that weapon's potential has 
been lowered. This is also reflected visually, with the weapon in question 
showing signs of wear and tear 


There are actually three different hidden parameters that determine | 
weapon deterioration: 


Soot — Shooting the weapon will cause it to slowly degrade. A 
weapon will go from best condition to worst condition after being 
fired a certain number of times. 


DEGRADATION-SLOWING ITEMS 


Rust — Rust appears when the weapon is submerged in water or 
deep snow (including when holstered). It will take a set number of 
seconds for a weapon exposed to water to go from best condition to 
worst condition. 


Dirt Dirt stains a weapon when itis submerged in deep mud (even 


when holstered). It will take a set number of seconds for a weapon 
exposed to mud to go from best condition to worst condition, 


DEGRADATION PARAMETERS 


SOOT: SHOTS TO | RUST/DIRT: TIME TO 


WEAPON TYPE 


FULL DEGRADATION | FULL DEGRADATION 


Revolver 300 | 300s 
Pistol 200 300s 
Repeater 300 | 3008 
Rifle | 
(including Sniper Rifle) 26 | EM 
| | 
Shotgun | 3008 


Degradation has the following detrimental effects on your weapons 
applied in a gradual and proportional manner. 


The damage caused by the weapon is reduced. 
The weapon's fire rate is reduced 

If applicable, the weapon's cocking speed is slowed down. 
The time it takes to reload will be increased. 


* SLOWING DEGRADATION * 


There are several items that can reduce wear and tear on your 
weapons. Their effects stack, making it possible to spend less time on 
maintenance with your favored firearms. 


More generally, it is usually sensible to stow your preferred weapons on. 
your horse should you need to spend an extended time in proximity to 
mud, water or snow. If there is no real danger of attack when you are 
engaged in activities that will directly affect weapon condition (such as 
swimming to reach collectibles, for example), it might be better to just 
take a disposable sidearm along for emergencies. 


DEGRADATION 


mem PE туч LABILITY 
| Weapon Wrap. Component 10% Any gunsmith. Only available for repeaters, rifles and shotguns. 
Nm Kor NEN ae 
| e| nem | = | e 
Beaver Tooth Trinket Trinket 10% Crafted from a legendary beaver tooth at a fence. 
Raven Claw Talisman Talisman 20% Reward from completing "Geology for Beginners” (see page 210) 
Legend of the East. Outfit 10% Complete all challenges in all categories. | 
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x MAINTAINING WEAPONS * 


You should maintain your weapons to negate the effects of degradation. 
There are two methods: manual upkeep, or employing the services of a 
gunsmith, Both will also remove visual effects such as soot, rust, and 
dirt from the weapon, 


MANUAL CLEANING 
You can clean your firearms yourself as long as you own gun oil — an 
item sold in most shops, including gunsmiths, general stores, trappers 
and fences. You will also regularly find gun oil as a collectible. 


AMMUNITIUN & 


To maintain a weapon, select it in the wheel menu and press @/p. 
Any deterioration affecting your five stat bars will be represented by 
red segments. Press @ /@) to clean it, consuming a gun oil item but 
restoring all stats to their current maximum value. 


GUNSMITH CLEANING 
You can also pay a gunsmith to clean your weapons. Just like manual 
cleaning, this restores them to perfect condition. 


Note that a weapon can be customized by a gunsmith only if it is 
perfectly clean. If not, all modification options will be grayed out in the 
corresponding menu, 


WORN WEAPONS 


When you pick up a firearm dropped by an enemy, you mig! 


that it has the “worn” prefix (as in “worn cattleman revolver”) 
apons are long past their mechanical prime 
t fully restore their condition bar. Manual clean 


e bar to the capped limit, but 
nt 


PROJECTILES 


The type of ammunition you choose can play a decisive role, both during shootouts and when hunting. The following tables offer an overview of all 


the options at your disposal 


FIREARM AMMUNITION 


TYPE ł AVAILABILITY 


Regular. Purchased 


High Velocity 


Purchased 


Crafted (regular cartridge 


COMPATIBILITY DESCRIPTION 


Standard ammo 


mage +5, Range +10 


һен, repeaters 


Shotgun — Incendiary 
Buckshot 


Crafted (regular shotgun shell + 
moonshine) 


Shotgun — Explosive Slug — | Crafted (shotgun shell + animal fat) 


Split Point + hunting Enel Mes aed once: aes Damage + 5, Accuracy +10 
Express. Purchased 
Explosive. Craftod (express cartridge + animal fat) Damage +25, Explosive Elfoct 
Varmint Purchased Varmint rifle Standard ammo 
Shotgun - Slug Rm = Accuracy +20 
———— Shotguns = = 


Damage +15, Incendiary Effect 


Damage +25, Range +5, 
Accuracy +20, Explosive Effect 
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Improved Arrow 


‘Small Game Arrow 


Poison Arrow 


Fire Arrow 


Dynamite Arrow 


AVAILABILITY 


Purchased 


Crafted (arrow + flight feather) 


Crafted (arrow + regular shotgun shell + light feather) 


Crafted (arrow + oleander sage + flight feather) 


Crafted (arrow + animal fat + flight feather) 


Crafted (arrow + dynamite + fight feather) 


DESCRIPTION 


Standard arrow 


Damage +15 


Damage -20 


Damage +5 


Damage +20, Incendiary Effect 


Damage +40, Explosive Effect 


TYPE 


Dynamite 


Volatile 
Dynamite. 


Fire Bottle 


Volatile Fire 
Bottle 


AVAILABILITY 


Purchased 


Purchased & 
Crafted (dynamite + animal fat + high velocity cartridge) 


Purchasod & 
Crafted (any alcohol + animal fat) 


Purchased & 
Crafted (moonshine + animal fat) 


Purchased 


DESCRIPTION 


Regular explosive; can be lit while in hand and thrown, 
or planted and fired at 


Damage +10 


Sets an area ablaze on impact 


Damage +10 


Standard knife 


Indian Reservation) 


TRY, | Gate vowing krite + age kaw feather Damage +10, Range +5, Accuracy +5 
| 
Throng knife | © ей (throwing kie + oleander sage) Damage +10 
Tomahawk | Purchased Standard tomahawk 
| 
improved | Crafted (tomahawk + eagle/hawk feather) | Danone +10. Range +5 
Л Crafted (tomahawk + owl feather] | Range +5, Accuracy +10 
«| Collectible (found sticking out ol a broken target on the | s behay та 
Ancient Same behavior as a standard tomahawk, with a unique 
тани | east side of Calumet Ravine. to the east of the Wapiti | Some behav 
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Gunsmiths can be found in Valentine, Rhodes, Saint Denis and 


| Upgraded Bandolier: Permanently increases your base 
Annesburg; an additional store is available in Tumbleweed from | 
| 


ammo capacity for longarm weapons by 50% 
Epilogue 1 onward. 


These specialists can clean your weapons for a fee, and will sell you 
various weapons and ammunition types. They also stock individual 
parts which you can use to customize your weapons 


Upgraded Gun Belt: Permanently increases your base 
‘ammo capacity for sidearm weapons by 50%. 


Three accessories sold by gunsmiths are worth a special mention as 
they offer very useful perks. It is in your interests to purchase and equip 
these early in the adventure 


Holster: Permanently slows degradation forall weapons 
by 20%. 


ALL GUNSMITHS 
Г "WEAPON PRICE UNLOCK REQUIREMENT | 
Cattleman Revolver | $50.00 Complete "Outlaws From the West” (Chapter 1) 
Carbine Repeater $90.00 Complete "Old Friends" (Chapter 1) 
Volcanic Pistol | ишш Complete “Eastward Bound" (Chapter 1) 
Springfield Rifle | 12000 Complete “Eastward Bound" (Chapter 1) 
Varmint Rifle $7200 Complete "Eastward Bound" (Chapter 1) 
Double-Barreled Shotgun $9500 Complete "Paying a Social Call" (Chapter 2) 
Pump-Action Shotgun. $148.00 Complete “Pouring Forth Oil” (Chapter 2) 
Double-Action Revolver $65.00 Complete "A Strange Kindness” (Chapter 2) 
Lancaster Repeater $135.00 Complete “An American Pastoral Scene” (Chapter 2) 
Sawed-Off Shotgun $8500 Complete "Enter, Pursued by a Memory" (Chapter 1) 
Rolling Block Rifle [йш Complete "The Sheep and the Goats” (Chapter 2) || 
| Schofield Revolver. | $8400 Complete "Blessed are the Meek?” (Chapter 2) 
|| Bolt Action Rifle [$180.00 Complete “Preaching Forgiveness as He Went” (Chapter 3) E 
Semi-Auto Shotgun. $225.00 Complete “A Fine Night of Debauchery” (Chapter 4) 
Repeating Shotgun 186.00 Completa “Visiting Hours” (Chapter 6) 
Litchfield Repeater $145.00 Complete "Goodbye, Dear Friend” (Chapter 6) 
Carcano Rifle $190.00. Complete "Goodbye, Dear Friend" (Chapter 6) | 
VALENTINE & SAINT DENIS ONLY 
WEAPON PRICE UNLOCK REQUIREMENT 
Semi-Automatic Pistol $210.00 |. Complete “The Joys of Civilization” (Chapter 4) 
Mauser Pistol $250.00 Complete "That's Murfree Country” (Chapter 5) | 


* ACCESSORIES & AMMUNITION * 


" ALL GUNSMITHS — AMMUNITION (CONTINUED) 


ALL GUNSMITHS — AMMUNITION 


| ПЕМ ERI PRICE | пем PRICE 
| Arrows. $050 Rifle Cartridges — Express | $200 | 
Pistol Cartridges — Regular $100 Rifle Cartridges — High Velocity S30 
Pistol Cartridges Express $150 | Shotgun Shells — Regular $100 ! 
| Pistol Cartridges — High Velocity $250 | Shotgun — Slug 5150 
£ Repeater Cartridges — Regular $1.50 m m E 
Repeater Cartridges — Express. $2.00 ALL GUNSMITHS — ACCESSORIES 
Repeater Cartridges — High Velocity 3250 n = n 
| Revolver aries = Regular зю аи 
Revolver Cartridges — Express $150 | Gun Oil 5150 
Revolver Cartridges — High Velocity $200 | Upgraded Bandolier $6950 
Rifle Cartridges — Varmint $100 | Upgraded Gun Belt. $58.00 
Rifle Cartridges — Regular $150 | Upgraded Holster $4550 


БЕШ 


= OTHER SHOPS 


E a a: 


While gunsmiths offer the widest variety of stock, certain other vendors sell select firearms and ammunition types. 


GENERAL STORES: STRAWBERRY & BLACKWATER 


AMMUNITION TYPE PRICE LOCK REQUIREMENT 
Pistol Cartridges $250 Complete “Eastward Bound” (Chapter 1) 

Repeater Cartridges — High Velocity | $250 5 

Revolver Cartridges — High Velocity | $200 m y 
Rifle Cartridges — High Velocity | $300 — | Complete “Eastward Bound” (Chapter) = 


GENERAL STORES: STRAWBERRY ONLY 


AMMUNITION TYPE PRICE UNLOCK REQUIREMENT 
Pistol Cartridges—Express — | — $150 
Repeater Cartridges Express | $200 
Revolver Cartridges — Express | — $150 | 
|. вие Cartridges - Express $200 
Shotgun - Slug | 3150 
Double-Action Revolver | $6500 Complete “A Strange Kindness” (Chaptar 2) 
Semi-Auto Shotgun | $225.00 Complete “A Fine Night of Debauchery” (Chapter 4) 
Rolling Block Rif | swo Complete "The Sheep and the Goats” (Chapter 2) 


| WEAPON PRICE UNLOCK REQUIREMENT 
Litchfield Repeater $145.00 Complete "Goodbye, Dear Friend" (Chapter 6) 
Schofield Revolver | $8400 Complete "Blessed are the Meek?" (Chapter 2) 
Pump-Action Shotgun $148.00 Complete “Pouring Forth Oil" (Chapter 2) 
ALL FENCES 
| WEAPON UNLOCK REQUIREMENT 


Dynamite Complete "Who the Holl is Leviticus Comwall?” (Chapter 1) 
Throwing Knife Complete “Paying a Social Cal" (Chapter 2) 
Tomahawk 


Complete "Americans at Rest" (Chapter 2) 


Joys of Tobacco” (Chapter 3) _ 


| Hatchet | Complete “Dear Uncle Tacitus” (Chapter 5) 
| Cleaver Complete "Dear Uncle Tacitus" (Chapter 5) 

Machete Complete "Dear Uncle Tacitus” (Chapter 5) 
TRAPPER 
| WEAPON PRICE UNLOCK REQUIREMENT | 
| Throwing Knife | $250 Complete "Paying a Social Call” (Chapter 2) 

Tomahawk | 3400 Complete "Americans at Rest" (Chapter 2) _ 
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WEAPON CUSTOMIZATION 


Weapon customization is a system that enables you to apply component 


and style changes to weapons that you own via the services of a gunsmith 


* MODIFICATION OVERVIEW * 


Most component modifications directly affect the performance of weap 
firearms will give you an extra edge in combat. 


ons. If you can afford to do so, applying suitable upgrades to your preferred 


Style modifications are purely cosmetic, enabling you to personalize your weapons in accordance with your preferences 


COMPONENT: BARREL LENGTH 


COMPONENT: GRIP 


Barrel length is designed to improve the accuracy of weapons. This 
component is available for revolvers, pistols, and shotguns (with the 
exception of the sawed-off shotgun) 


Short Barrel: Default component on all weapons of the above: 
categories (except the Schofield revolver, which comes equipped 
with a long barrel. 

Long Barrel: Increases accuracy due to a narrower cone of fire. 


A grip modification changes the design of the handle for sidearm 
weapons. You can change this component for revolvers and pistols 


Basic Grip 
Ironwood Grip 
Ebony Gri 
Pearl Grip 

Hero Pearl Grip (available exclusively for the cattleman revolver if 
your honor rank is 4 or higher] 

Gunslinger Ebony Grip (available exclusively for the double-action 
revolver if your honor rank is -4 or lower) 


COMPONENT: BARREL RIFLING 


Barrel rifling is the helical pattern inside the barrel designed to spin the 
projectile on exit, increasing velocity and range. 


Standard Rifling: Default component on all weapons; 
Improved Rifling: Weapon range is increased by 10%; damage 
falloff ranges are also increased by 10%, making weapons more 
effective at lang distances. When used on shotgun weapons with 
buckshot ammunition equipped, spread is increased, leading to а 
wider cone of fire — but therefore lower accuracy. 


COMPONENT: IRON SIGHTS 


Iron sights make it easier to aim your weapon. This modification is 
B] available for all firearms except sniper rifles. While aiming a weapon 
without a scope in first-person view, pressing (> will toggle the iron 
sights view on and off. 


Stock Sights: Default component on all weapons (with the exception 
of sniper rifles) 

Improved Sights: Increase accuracy by enabling better target 
acquisition 
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COMPONENT: SCOPES 


Scopes are available for repeaters and rifles. While aiming a weapon 
with a scope, pressing ©) will toggle the full-screen zoom scope view 
on and off. Note that this is not possible with sniper rifles, though. 


No Scope: No zoom (not available for sniper rifles) 


COMPONENT: STOCK 


The stock modification changes the grain texture of the wooden 
sections of longarm weapons (repeaters, rifles, and shotguns, including 
the sawn-off shotgun). 


Short Scope: Low-level zoom Basic Grain 
Medium Scope: Medium-level zoom Straight Grain 
Long Scope: High-level zoom. Wide Grain 

COMPONENT: WRAP 


Leather wraps help to preserve the condition of weapons against wear 
from usage and the elements. This is available for repeaters, rifles, and 
shotguns (including the sawn-off shotgun) 


No Wrap: Default degradation 
Wrap: Reduces weapon degradation by 10%. This stacks with other 
similar effects. 
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* MODIFICATION LISTS * 


ALL LONGARM WEAPONS | 


COMPONENTS STYLES | METALS 
carecony | mon экы SHED | BLACKENED] BROWNED | gpass | suven | Gow 
No Rifiing Barrel $500 | $550 $600 $7.00 $750 | $800 | $900 | $10.00 
т roed Вт ms || Frame $750 | $825 | $9.00 | $1050 | 51125 | $12.00 | $1350 | $15.00 
a ock Sights 
| ron Sight | ferri sas | $5.00 | | Hammer S40 | $450 | S500 | $550 | $600 | S650 | 5700 | $800 
Basic Grain - | | Lever, Block, 
Stock Straight Grin | $14.00 | | Trapdoor, Boh, | $500 | S550 | $600 | S700 | S750 | S800 | saoo | SI000 
Wide Grain | $2000 || | Togor | | | | | 
| No Wrap. Si | $250 | $275 $300 $350 $375 | $400 | $450 | $500 
LL.) Wrap | sto.00 | {| Trigger $350 | saoo | $425 | $5.00 | $550 | $575 | $650 | $700 
* Unavailable for the roling block ile and carcano nile xe z 
STYLES | OTHER MODIFICATIONS КА k X X X Ж Ж Ж CATEGORY EJ E 
ER A "RE Birch $150 
Mahogany $150 
Tron | $180 Block Walnut $2.00 
| Nickel | gus Maple $200 
| Blued Steel | $300 Bocote $250 
Blackened Steel | $3.75 Mesquite $2.50 
Engravings | Inley Metals Browned Steel. | $525 Dark Rosewood. $300 
Brass. | $6.00 Myrtle $3.00 
Siver | ўз COE Bubinga $350 
Gold | әш Rosewood $350 
Só | Bore, Foams, Love None $030 Cocobolo $400 
Block, Trapdoor, Bolt, Trigger Guard Baroque $550 Wild Cherry $400 
|| фсе per weapon ап, zach one can Art Nouveau $8.25 Ebony $450 
be toggled individually after applying Victorian $10.50 Bright Maple $450 
a ful engraving) Omamental $1200 Walnut. $500 
None. | Dark Walnut. $500 
Buck Scene | $1450 Hazelnut $150 
Wolt Scene | sso Chestnut $200 
|| carvings | Grip Eagle Scone | gso Olive $250 
Ram $1675 IM Walnut $300 
Flying Eagle | $1800 E Brick Red 5350 
Bear $1850 Tobacco $400 
Chocolate $450 
ALL SIDEARM WEAPONS Pebble $5.00 
COMPONENTS STYLES | METALS* 
g | EZ mexel | SUED [BLACKENED BROWNED зд | siiven ойо" 
Short Barrel $9.00 Barrel $400 | $450 $415 $550 $6.00 | $650 | $725 | $800 
Barrel Length* 
TTE 181200 | | Cylinder Lever | hoo | saso | ЛЕ 550 Ж ЛЕЛЕ ЗЛЕ: 
Barrel Ring | improved Rifing | $15.00 | | Frame $600 | $650 | S725 | S850 | $900 | S950 | 51075 | $1200 
Stock Sights Hammer $325 | $350 | $400 | $450 | $475 | $525 | $550 | seso 
Improved Sights | $200 | $225 | $250 | $275 | $300 | $325 | $350 | $400 
—" Trigger $275 | $325 | $325 | S400 | $450 | $450 | 5525 | $550 
end srs бе same sack and wap opns м longam " чету 
wwo thom ине умп sac cort ST tend 20 RE 


STYLE | OTHER MODIFICATIONS 


| lon шил: 

| Nickel | $225 

| Bled Steel | $300 

Engravings | Inlay Meals weil | 52 

| Brass | $600 

| Siver | ss 

| Gold $9000 

|| Engravings | Вата, rinde, Bolt Frame | Bone ye Er] 
(price per weapon part: ach one can 

be toggled individuali ater applying | Nt Nouveau Er. 

a fll engraving) Vitorin Eus 

None. | E 

Rattlesnake | sum 

Scorpion | ges 

Carvings | Grip Puma $1375 

$1450 

Eagle $1500 

l Buck $1525 


ES rem rice 
Bi $150 
Mahogany $150 
Black Walnut $200 
Maple $200 
Bocote $250 
Mesquite $5 | 
Dark Rosewood $300 | 
Myrtle 5200 
pe^ Bubinga $350 
Rosewood $350 
Cocobolo $400 
Wild Cherry $400 
Ebony $450 
Bight Maple $450 
Walnut $500 
L = _| Dark Walnut — $m | 
eer — rr — 


WEAPON TYPE-SPECIFIC MODIFICATIONS 


ALL RIFLES 


ALL SNIPER RIFLES 


COMPONENTS | SCOPE 


ALL REPEATERS ALLSHOTGUNS* 
|| No Scope Short Barrel 
[| Short Scope $1500 || Long Barrel $14.00 


* Except sawed-aff shotgun 


WEAPON- SPECIFIC MODIFICATIONS _ 


No Scope 


Short Scope 
Medium Scope 


Short Scope 
Medium Scope 
Long Scope _ 


$15.00 


$2500 


| 
PRICE | COMPÓNENTS |SCOPE | PRICE 
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CATTLEMAN REVOLVER DOUBLE-ACTION REVOLVER SEMI- -AUTOMATIC PISTOL, VOLCANIC PISTOL 
=r 
Basic rip 
Ebony Grip = | sum 
Ironwood Grip $14.00 
Pearl Grip $1500 


| OTHER suos 


METALS Н T "nass sien 
Barrel $5.00 EE] ЕЛ $7.00 EE] s800 390 $10.00 
|| Frame 75 $825 эю $1050 ШЕ $12.00 $13.50 $1500 
| Hammer $4.00 из $5.00 $550 86.00 $650 $7.00 $8.00 
|| Sight 250 275 $300 CEJ 375 иш $450 $500 
| "== CE) ию из 50 59 5% $550 уш 
|| Tigger Guard $500 $550 $500 s.m sm | эш $8.00 $10.00 
HUNTING KNIFE 
sms. пем 
| Metais | lee Bromod ich 
Brass 
Silver 
ib Gold 
iron 
Nickel 
Вией Steel 
Blackened 
Engravings | Inlay Metals | Весто Si 
Brass 
Siver 
| Gold 
None $030 
Bor $650 
Een Sul. $825 
Ornamental $1050 
| Birch $1.50 
| Mahogany $150 
| Black Walnut $200 
Maple $200 
Bocote $250 
Mesquite $250 
Dark Rosewood $3.00 
Mynie 3.00 
ташы Bubingo EP] 
| Rosowood $3.50 
| Cocobolo $4.00 
Wild Cherry $4.00 
Ebony $4.50 
Bright Maple $450 
Walnut $5.00 
rk Walnut $5.00 
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PRIMER 
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EXPLORATION 
ATLAS 

Availability: Return to yn of the final shootout at the top of Mount 

Hager (Epilogue 2) and retrieve the gun from the 
ITEMS 


frozen corpse | Notes: Cannot be customized 
EXTRAS 


Damage INDEX 
Range 

Fire Rata 
Accuracy 
Reload STATS 


Damage mamme 
ne— DEGRADATION 
fire Rate ece ame 

Accuracy mm — AMMUNITION 
Reload Te 


GUNSMITHS 


OTHER SHOPS 


CUSTOMIZATION 


Range 
Fire Rate 
Availability: Found next to the body ol Flaco Hernandez alter your duel in Accuracy 
inthnger mission, a Reload 
ire it lator (see page 193) | Notes: 


Damage | a on ne our victim after your duel; f you 
Range do not pick it up, you w i acquire it later [see page 193) 

Fire Rate 1 

Accuracy 

Reload 


Fire Rate 
Accuracy 
Reload. 


® Oris MILLER'S REVOLVER_ Д" 


Damage Availability: Hi хойт ve north part of C 
Range treasure ma (see page 341) | Notes: Ca 
Fire Rate 
Accuracy 
Reload 
Damage 
Range 
Fire Rate 
Availability: All gunsmiths (after “A Strange К 2 Accuracy 


d up during the home robbery offered by Sean in C Reload 


Chapter 1) | Notes: Ava se with th 


Damage 
Range 
Fire Rate 
‘Accuracy 
Reload 


Damage 
Range 

Fire Rate 
Accuracy 


2a d ч " = Р Reload 
w ALGERNUN'S REVOLVER E і. SEMI-AUTOMATIC PISTOL SF 
Notes: Cannot be custom ; 5 septal à 


Damage 
Range 

Fira Rate Fire Rate 

Accuracy Accuracy mam —! 
Reload Reload TT 


PISTOLS (CONTINUED) 


alentine and Saint Deni 


gunsmiths ( U Chapter 5) 


Damage 
Rant 

Fire Rate 
Accuracy 
Reload 


sion. il y 
53] | Notes 


Damage 
Range 
Fire Rate 
Accuracy 
Reload 


Availability: Al gunsmiths (after “Eastward Bound", Chapter 1 
Notes: Available for tree with the Specia/Ultimate Edition 


Damage 
Range 
Fire Rate 
Accuracy 
Reload 


Availability. 


Damage 
Range 
Fire Rate 
Accuracy 
Reload 


Availability: Given during "Preaching 
gunsmiths thereafter 


Damage 
Range 
Fire Rate 


REPEATERS 


RED DEAD 
REDEMPTION. 


Range 
Fire Rate 
‘Accuracy 
Reload 


су 
Reload 


Damage 
Range 
Fire Rate 
Accuracy 
Reload 


Availability. Sup 
lable at all gu 


‘Availability: All gunsmiths | Supplied during 
Scene" (Chapter 2 


Damage 
Range 
Fire Rate 
‘Accuracy 
Reload 


Availability: All gunsmiths | Picked up at the end 


Range 
Fire Rate 
Accuracy 
Reload 


п you kill 


SAWED-OFF SHOTGUN 


Damage 
Ranga 
Fire Rate 
Accuracy 
Reload 
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Paying a Social 


ڪر 
Ld‏ 


Damage 
Range 
Fire Rate 
Accuracy 
Reload 


Damage 
Rango 
Fire Rate 
Accuracy 
Reload 


Damage 
Range 
Fire Rate 
Accuracy 
Reload 


PUMP-ACTION SHOTGUN UR 


Availability. All gunsmith 
Watson's Cabin home robbe 


Damage 
Range 
Fire Rate 
Accuracy 
Reload 


smiths (after "Visiting Hours”, C 


SNIPER RIFLES 


= 


ter "Pouring Forth Oil”. Chapt 


Accuracy 
Reload 
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Damage 
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Damage 
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Accuracy mamom 


Fire Rate 
Accuracy 


Availability: 


Damage 
Range 

Fire Rate 
Accuracy 


FIRE BOTTLE 


AMMUNITION 
GUNSMITHS 
OTHER SHOPS 
CUSTOMIZATION 


fer "The Fine Joys of 


Supplied during 
be customi 


Fine Joys of Tobacco 


Damage 
Range 

Fire Rate 
Accuracy 


Availability: Al fences (available after 
if". Chapter 1) | Notes: 


Damage 
Range 

Fire Rate 
Accuracy 


(Chapter 3) | Notes: Cannot 


Aro the Hell is Leviticus 
irod 


c PIS 


Damage 
Range 


Damage 
Range 


4 for completing ^A Test of Faith" see 


Damage 
Range 


y | Notes: C: n 


Ronge 


Notes: Cannot be customized 


Availability n a dead bea 
nor Ranch | Notes 


Damage. 
Range 


Notes: Са 


Damage 
Range 


Damage 
Range 


Damage 
Range 
Accuracy 


Damage 
Ronge шше 
Accuracy шш» 


ty | Notes: 


Domage 
Range 
Accuracy 
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Availability: Found in the old tomb, a short distance to 
er Hollow | Notes: Cannot be cust 


Damage 
Range mm 
Accuracy mama 


RUSTED HUNTER HATCHET 


Damage 
Range 
Accuracy 


RED DEAD 
REDEMPTION. 


| PRIMER 
MISSIONS 
EXPLORATION 
ATLAS 


ITEMS 
bility: Found stump to the northwest of Wallace EXTRAS 


| Notes: d = 


Damage 
Range STATS 


Accuracy DEGRADATION 
AMMUNITION 
GUNSMITHS 

OTHER SHOPS 


| customization 


Domage 
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Accuracy 


HUNTER HATCHET =="; 


Availability: Found in a trae stump di of Window Rock 
Notes: Cannot be custom 


Damage 
Range 
Accuracy 


es (after “Dear Uncle Tacitus”, Chapter 5 


Damage 
Range 
Accuracy 


This chapter offers a complete catalog of all items encountered in the game, including 
parameters, availability conditions and other such notable characteristics. It also 
provides a guide to crafting and comprehensive shop inventories. 


CONSUMABLES 


The primary function of consumables is to restore your attribute meters 
or cores: see page 166 for further details on these concepts. 


Meter restoration effects are expressed in terms of the circular 

tank” segments that are replenished, Certain powerful items 
trigger the fortified status, which temporarily boosts the attribute in 
question to level 10 for a set duration. 


Core restoration effects are expressed as a percentage: 50%, 
for instance, will replenish half of the related core, A few potent 
consumables will induce the "gold" status on affected cores, which 
temporarily halts the usual draining process. 


Furthermore, consumables have a calorie value, which incrementally 
affects your character's weight — a system that we cover on page 168. 


For each item, you will also find notes on its availabilty. The following 
general principles apply 


Found: The item can be looted from places you explore, acquired 
from chests, and claimed from bodies. Many of these collectibles 


њан Tonis) Heth сое 


EN 


can also be picked up as free supplies at camp once you unlock the 
corresponding upgrades (see page 143) 


Crafted: Some items need to be crafted. You can find a complete list 
of all recipes, ingredients and requirements on page 321 


Purchased: Many consumables are available in stores, Turn to page 
324 for exhaustive shop lists featuring prices and, where applicable 
unlock conditions. 


Hunting: All animal parts, which represent the bulk of the 
ingredients" and “materials” satchel categories, are covered in a 
dedicated section of this quide — see page 147 


Fishing: Refer to our section on fishing on page 163 for a full list of 
fish species and their habitats. 


Finally, many horse consumables have bonding XP values. These 
contribute to developing your bonding level with your mount based on 
how full its related cores are — as explained on page 140 


lamina Core (%) Dead Eye (Tanks) Dead Eye Core (%] 
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Animal parts, which represent the bulk of the "ingredients" and 
“materials” satchel categories, are covered in a dedicated section of 
this guide — see page 147. 
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KIT & TOOLS 


Items in this category serve a very specific purpose. Some have 
gameplay applications (such as the binoculars, which enable you to 
study anything of interest from a distance), while others are specific 
to certain missions. 


Of particular interest: 


Improved satchels can be crafted by Pearson at camp (see page 
144) or purchased at fences from Epilogue 1 onward (see page 327) 
These offer increased capacity — a very welcome feature that will 
enable you to make more profitable expeditions into the wilderness. 


Talismans and trinkets induce permanent perks. You do not need 
to equip the items: their effects are always active, making them very 
powerful. Note that you can choose to show or hide talismans in the 
Wardrobe menu. 


KIT AND TOOLS AVAILABILITY 


NAME NOTES AVAILABILITY 
A spacial tem tat Once you have inspected al) 
enables your stamina | 20 dreamcatcher cations, 
toast twice as long | this fund in the cave 
when you draw your | hidden bed the Esan Pool 
baw wata ee page 21 

Found ıt Comoson's Swed || 
Abokenwatch | during "The quities ot 
Ницу 1 
Looted rom the debtors 
Amie | Can be sold toa | Land kom tho do 
an house during he "Mr Webel 
Watch | fence loansharking mission 
Bandana identity while Gordo») 
si | AR deliver to | Given during “The Course ot 

Beau's Git Penelope True Love = II 
Allows you o 500 | Given ater za 

Binoculars | into the distance and | Give alter "Outlaws fron 
stud targets s 
lowers the chanco 

Covor Scent Crafted, und. purchas 
that you wili be s | (general stores, fences, tackle) 

ыш; detected by алта} eiiis. ma 
Crating eating | Given by Hosea during 
Tools Eastward Bound” 
Osman Grove. inside» drawer 
Fountain | Anitom request | Osman Grove. inside 2 draw 
Pen* made by Mary-Beth кеи шоген 
Found or example, on the 
Gold Pocket | Can be sold to a 
b Body ofthe Saint Denis 
а = gunsmith) 

Hair Pomade | A's to sick. | Found and ucha (итна 
Doubles hoste at 

Hair Tonie | which hair and focal | Found and purchased (general 
thi grows z 
item request | 00d at Grange Hooger; on 

Harmonica" | Anie reauest | a Cupboard inside the shack 
ue east of Flatneck Station 

store | AMC average | Found crafted, and purchased 

Mero | eros: | fens ences 
чому trapper, tackle) 

Lightning А metal od used to | Given during "A Bright 

Conductor | conductightnng | Bouncing Bay - I 

Given during “Fonds in 
Used to sony à 
Lock Breaker 02000318 Ver Low Pacas": purchased 
Mays | Anom: Retrieved during Fatherhood 
Brooch An ora Бо and Other Dreams — It 


your outfits 


NAME NOTES AVAILABILITY 
Naval | Anitem request — | inthe boathouse at 
Compass | made by Pearson | Braithwaite Manor 
Lowers the chances 
Opened 
ol being detected by | Found 
Cover Scent | f Dena 
море bracelet | Reward for completing 
Penelope's bracelet | “The Course of True Love - V 
Vener Echo, ona desk in 
a (Anitom request | the shack west of Wallace 
P^ | made by Dutch | Station, near the west edge 
a the worl map) 
Found or stance, on Evel 
Platinum | cun be soidtoa | Milers desk during "The 
Pocket | Can be sold American Inferno. Burnt Dut 
Watch oe or inside a lock box in 
Fainwale Shanty) 
pocket | Aniem request | restan te cain (oast 
Miror | made by Moly medal 
octet | Displays the current | purchase eno storos} 
Evence that shows | Found in an old mine 
Pollution | solution leaked into | during "The Wisdom of 
the creek the Elders V 
Potent | Attracts pristine 
Herbivore | herbivores in the | Crafted 
Bait | nity 
Potem | Attracts pristine 
Predator | predators inthe | Crafted 
Ban | mity 
Atracts average nd, crafted, and purchased 
Predator Bait | predators inthe | (general stores, fences, 
моту trapper, tail 
Reutlinger | c. P : 
Can be sold toa | Stolen fom the sae during 
= fence А Fine Night of Debauchery” 
Silver Pocket | Can be sold to а Found (for instance, inside 
Watch | fence the Voter's Echo shack 
ster | A crucifix that + | 
Crucifix and Sisters. One an 
Looted from ra 
Thimble* characters once the tem 
request acive 
Allows you to access | Owned at the beginning of 


the game 


Only alae once you ve wiggeed the corresponding пеп reque 
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NAME | INGREDIENTS REQUIRED BY PEARSON 
Tonics Satchel | Per 
Ingredients Pac Deer Pelt | 
Bute” | Squa Pe 
кашкын | Буе Deor Pet Poort Pl. Fee faner || 
| 
Provisions Pertect Det Fo. Pertect Bison Pat Рива 
Satchel | Raccoon Pet 
Materials | Pere Deer Pe, Portect Boar Po, Porec Iguana 
Sache | Son 
mam 
Sache | Rabe Pe 
Legend ol the Pec Deor Pol. Perec Cougar Pelt Pret 
East Satchel | Wot Pei 
" 1 
NAME EFFECT AVAILABILITY 
Beaver Tooth | Slows weapon afted at fences 
Trier | degradation by 10% | Gegendrybeaver ooh 
na Bison | Odo gamaga | na Taka 
> received by 105 bison horn) 
Buck Anter | rir het afted at fences 
Wah |н legendary buck antler) 
Cougar Fang | increases your stamina | Craltod at onces 
Tabet” | XP gon by 105 gear coupar ong 
Coyote Fang increases your Dead Eye | Crafted at fences 
Tinka "| XP gins by 10 legendary coy fang) 
Ek Antec | metre einen | Crafted at fences 
Ter | 00o fegendory ой anter 
Fax Claw | increases Eagle Eye | Сайан || 
Trinket’ лозот by fe seconds | legendary for cim 
Lion's Paw | increases your stamina | Crafted at 
Trinket XP gains by 109 (hon's paw) 
Moose Ander | increases your heath XP | Crafted at tences 
Wet | gins by 10% iegendary mao ante) 
| Decreases the speed. E 
Crafted at tences 
Panthers Eye | twiich te Dead Eye иен 
Wa " | mele drains by 10% or (обон panther 
three seconds. - 
Cao at 
Pronghorn | Stops animals stored on | ed at оа 
Horn Trinket | your horse from sporing | (lender prongho 
Doubles the amount 
Ram Horn Crafted at tences 
еп pkn oregano, ir 
ke | Mben picking oregano, | zad ram hri 
Wolt Heart | Doubles your resstance | Crafted at fences 
Тїш hel tegenaan wa ear) | 
| Reduces het, somna | Reward compiea || 
СТЕЙ 
Trinket 200090 ain | Beginners” without 
ода killing a single guard 
Reduces the damage | For owners of the 
Iguana Scale | yoy receive whe on | Spec Uimae don 
Коше 1009 | ofthe game ony 
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NAME 


Alligator Toot 
Talisman 


Bear Claw 
Talisman 


Boar Tusk 
Talisman 


Bison Horn 
isman 


Raven Claw 
Talisman 


Eagle Talon 
Talisman 


al mate 
These are 


EFFECT — | AVAILABILITY 
Сабой at fences: PRIMER 
* Vintage Civil War 
p | Decreases he speed at | * ua MISSINS 
which he Dead Eye core | « Gold Jointed Bracelet 
A) * Legendary Alligator EXPLORATION 
Tooth 
+ = ATLAS 
Decreases the speed at | Cad at fences 
which ће health core | Que Chain Bracelet WEAPONS 
drain by 10 shee 
[EE | + Legendary Bear Claw 
Decreases the speed — | Crafted at fences: 
at which your horse's | = Cobalt Petifed Wood || | EXTRAS 
health and stamina | = Gold Earring | 
cores drain by 10% | * Legendary Boar Tusk INDEX 
Grated at fences: 
Decreases the speed at | * Abalone Shell 
which ће stamina core | Fragment 
drains by 109 + Sior Earring CONSUMABLES 
* legendary Bison Нот 
Slows weapon Cafted at fences 
degradation by 20% |" Old Brass Compass || | EQUIPMENT 
| 
Increases Eagle Eye | for owners af the База 
ws Engle ую gs | Spocial/Uimate Edition 
duration by fe seconds | u ganana n, DOCUMENTS. 
= === = = | CRAFTING 
COOKING 
SHOP LISTS & 
CRAFTING 


als are required to craft talismans and trinkets 


unique items that can only be acquired by the 


methods detailed in the table below. 
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NAME 


INGREDIENT 
aop AVAILABILITY 


Mailin one sel ol cigarette 
taris as prt ol "Smoking 
agde Hobbies” (аре 


Alligator Tooth 
Talisman 


Can be taken from the on 
during "He's British, of 
Course - IV (раде 187) 


Mail in the first dinosaur. 
bone location as part of 
“A Test of Faith” (page 208) 


Lion's Paw 
Tinket 


Bear Claw 


Found inside an old house 
justa short walk to the noi 
af th sha чаша 

1 


cabin after mailing all 10 rock 
carving locations [pago 210) 
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EQUIFMENT EQUIPMENT AVAILABILITY VALUABLES 


NAME PRICE UNLOCK CONDITION = PRIMER 
In addition to the standard bandolier, gun belt, holster, and off-hand UPGRADED EQUIPMENT (GUNSMITHS) Valuables are precious items whose primary purpose is to be sold, though a few of them are required to craft talismans or during Mess 
hance encounter: EXPLORATION 
holster, you can acquire improved versions of these accessories ie OF chance encounters. 
These "upgraded" and "reinforced" pieces of equipment provide ће |. | —— m 
following perks: Upgraded Gun Belt | $58.00 VALUABLES - س‎ 
is = == = WEAPONS 
Upgraded Holter | $4550 name AVAILABILITY | NAME AVAILABILITY ER. 
Bandolier; Increased ammo capacity for longarm | 
eapons (+50% raded version; +100% REINFORCED EQUIPMENT (TRAPPER) moie | Found in a bird nest in the Grizzlies East, on a small || s Ring | Received via a letter from Mary at the and of EXTRAS 
pon (+50 for the upgraded verion; +100 م ا‎ yen RAE Î 
or the reinforced versions) Explorer Bandolier $34.75 | Explorer Challenge: Rank 3 — = — Fi INDEX 
T 23 | Ancient Found [ample locaton inside the drawer in an be obtained during the "Drunk Camp" chan 
Gun Belt: Increased ammo capacity for sidearm Gambler Bandolier | $2100 | Gambler Challenge: Rank 3 | = errem Ma OCL de Drum o MEE 
weapons (+50% for the upgraded version; +100% | Z | poza | 
ps easel $ pede y Herbalist Bandolier — | $30.25 | Herbalist Challenge: Rank 10 EYES IET a m CONSUMABLES 
| Broken Pisto | Found at Compson's Stead during The quies pen n be obtained during the “Torch Procession 
Master Hunter Bandolier | $2450 | Master Hunter Challenge Rank 3 of History — I vt chance encounter KIT 6 TOOLS 
Holster: Weapon degradation rate decreased Herman Bandolier | $1775 | нюша байра? | | Catherine's | found on Catherine's person in the burned-out EQUIPMENT 
{20% for both the upgraded and reinforced versions) | och ^ | Bartne Manor, after “Blood Fouds, Ancient Pearl Necklace | Random loot drop GAWK 
Bandit Bandolier $2175 | Bandit Challenge: Rank 1 bs 
Е : г DOCUMENTS. 
Sharpshooter Bandolier | $2000 | Sharpshooter Challenge: Rank 1 Deputy Star | Given during “American Distillation” n yan If you say Jenny Brooks n tha and o 
Off-Hand Holster: Weapon degradation rate -10% ja 5 ia „ale =i. | ттт NM z m Polite Society Valentine Style CRAFTING 
(for the reinforced versions) Survivalist Bandolier | $27.25 | Survivalst Challongo: Rank 7 | D cookine 
| Bem Pain Band | favole Shanty, or ins то ror underoath 
Weapons Expert Bandolier | $1700 | Weapons Expert Challenge: Rank 10 | Brooch | loonsharking mission fatal ram or iida dru nS 
| | | CRAFTING 
Explorer Gun Belt — | $3125 | Explorer Challenge: Rank 7 
Emerald | Given after completing “He's ith of Course -V° Platinum Chain | Random loot drop 
Gambler Gun Belt $18.75 | Gambler Challenge: Rank 7 [j 
lerbalist Gun 77:25 | Herbalist Challenge: Rank | Female Fertility | Found in a lock box beneath the chair on the porch Platinum. 
oo ioe ele NAE j ‘Statue | of the Roadside Brothel Earring, | Fandom toot drop 
Master Hunter Gun Belt $2200 | Master Hunter Challenge: Rank 7 == 
Hidden in the chimney of The Old Bacchus Place, — | 
— $19.50 | Bandit Challenge: Rank 10 Found in a bird's nest in the Grizzlies East, Platinur 


a small ledge near the ridgeline Spring Bracelet | Fandom loot drop 


Sharpshooter Gun Belt | $1800 | Sharpshootor Challenge: Rank 10 


Survvalist Gun Belt 52850 | Survivalst Challenge: Rank 1 өн» | Found Roc Statue | Maliny ton con 
| | as рап ot Geology fr Beginners 
Weapons Expert Gun Belt | $1525 | Weapons Expert Challenge Rank 3 T = | 
| | din a nightstand drawer during the Watson's Siker Ch 
Explorer Holster | $2525 | Explorer Challenge: Rank 1 | Gold Earring | Corp та Sateen d wer Chain Random loot drop 
Gambler Holster | $1525 | Gambler Challenge: Rank 1 | 
| Gold ingot | Found: ward for completing "A Stange Kindness” || Sikar Сатр | Random lot drop 
Herbalist Holster | $2200 | Herbalist Challenge: Rank 7 ele 
Master Hunter Holster | $18.00 | Master Hunter Challenge: Rank 10 | Gold Jointed 
d Jointed | Random loot drop Siler Earring | Random loot drop 
Horseman Holster $13.00 | Horseman Challenge: Rank 3 | 
| | Found for instance n Dodd s Вы! shack, or inside | — 
Bandit Holster $1600 | Bandit Challenge: Rank 3 Gold Nugget | one of the whiskey bottles hanging from ihe tree to Emblem | Random loot drop 
| | | =| he west of Dewberry Creek] | 0 
|| sharpshooter Holster | $1475 | Sharpshooter Challenge: Rank 3 = 
| | Gold Pendant | Random loot rp | Ster Locker | Obtained if you choose to recover the deb during 
Survivalist Holster | $1975 | Survalst Challenge: Rank 10 же the “J John Weathers” Iansharking mission 
Weapons Expert Holster | $1225 | Weapons Expert Challenge Rak! | Gold Pate | Random oot drop Siver Tooth | Can be obtained during the "Voice" chance | 
Buckle encounter 


Explorer Off-Hand Holster | $2525 | Explorer Challenge: Rank 10 | 


Can be taken from Braithwaite Manor during Malin 15 n bona lisi OZI 


Gambler Of-Hand Holster | $1525 | Gambler Challenge: Rank 10 Gold Shie | "Bund euis, Ancient and Мобет опа Shall Statue ў к 
L |: e тәресе downstairs as part of“ Tast of Fat 
Herbalist OM-Hand Holster | $22.00 | Herbalist Challenge Rank 1 
Small Jewel 
ter Funt Of Ham Gold Tooth | Random loot d IY | Random lot do 
Master Hunter Of-Hand Î $18 00 | Master Hunter Challenge Rank 1 ul | Bande eet Se. Ba | inia m 


Holster 


9 southernmost c | 


|| Horseman Off-Hand Holster | $1300 | Horseman Challenge: Rank 10 Given by Ms Hobbs at the conclusion of 


A Better World, A New Friend” 


Squirrel Statue 


|| Bandit Off-Hand Holster | $16.00 | Bandit Challenge: Rank 7 


| Sheets OF aed уц; | iret Catenge Rak 7 


‘Survivalist Of- Hand Holster | $19.75 | Survvaist Challenge: Rank 3 


Weapons dais | $1225 | Weapons Eper Chalenge: Rank 7 || 


ing the “Wealthy Couple” 
n” chance encounters 


Jewelry Box | Random loot drop Wedding Ring 


Found (sample location: upstairs in the barn during 
the “Chez Porter home robbery) 


White Cougar | Skinned from the cougar during the 
Pelt "Winton Holmes" loansharking mission 
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DOCUMENTS 


There are hundreds of documents that you can acquire throughout the game, such as letters that never reached their intended recipient, newspapers, 


and recipe pamphlets, 


А DAY'S WALK POEM: Found in the 
Vetter's Echo cabin, just east of Pronghorn 
Ranch 

A LETTER FROM PENELOPE: Obtained 
during “The Course of True Love = Il 
ALGERNON'S BUSINESS CARD: Given 
when you trigger "Duchesses and Other 
Animals” 


AMERICA: Obtained during "The American 
Inferno, Burnt Qut = V" 


ARROYO'S MAP: Looted from one of 
Arroyo's men at the beginning of the 
corresponding bounty hunting mission 


BANK CREDIT LETTER: Obtained during 
"Home of the Gentry?’ 


BEAU'S LETTER: Obtained during "The 
Course of True Love — |" 


BILL'S DISHONORABLE DISCHARGE: At 
camp 


BILLY MIDNIGHT PHOTOGRAPH: Obtained 


during “The Noblest of Men, and a Woman — I^ 


BLACK BELLE PHOTOGRAPH: Obtained 
during "The Noblest of Men, and a Woman - I" 


BLACKWATER LEDGER NO. 62-75: 
Purchased from a newspaper boy in 
Blackwater or Strawberry. 


BLACKWATER LEDGER SCRAP: Found 
in Micah's camp after completing “An 
American Pastoral Scene” 


BOUNTY POSTER - BENEDICT 
ALLBRIGHT: During “Good, Honest, Snake 
Oil" 


BOUNTY POSTER - MR BLACK & MR 
WHITE: During “The Ties That Bind Us — II" 


BOUNTY POSTER - WILSON J. 
MCDANIELS: During “The Mercies of 
Knowledge - V" 


BOUNTY POSTERS: Available on notice 
boards when you meet the requirements for 
the corresponding bounty hunting missions 


BRIDE PHOTOGRAPH: Found on the corpse 
of Jim, close to the crashed wagon at the 
base of the Monto's Rest cliff, just northeast 
of Strawberry 


CHARITY HANDBILL: Given by Thomas 
Downes, a special character in Valentine 
available between the beginning of 
Chapter 2 and “Sodom? Back to Gomorrah” 
(Chapter 3) 


CHARLES CHÁTENAY'S SKETCH: Given 

by Charles Châtenay during “The Artist's 
Way =I” 

CHELONIAN HANDBILL: Given by Anders 
Helgerson, a special character found in Saint 
Denis 


CHICK'S TREASURE MAP: Received during 
the Chick Matthews loansharking mission 
CHILD'S DRAWING: Found at Compson's 
Stead during “The Iniquities of History - I 
CHOLERA HANDBILL: Given by the 
Armadillo town crier, a special character. 
found in Armadillo 

CIVIL WAR REPORT: Found in a chest in 
the basement of Fort Brennand, along with a 
gold nugget 

COACH TIP £1-6: Obtained from the two 
post office clerks who provide you with tips 
for coach robberies 

COVER SCENT PAMPHLET: 
beginning of Chapter 2 
DEAR ANNABELLA POEM: Found in the 
Vetter's Echo cabin, just east of Pronghorn 
Ranch 


iven at the. 


DIARY: Found at Compson's Stead during 
"The Iniquities of History = lI 

DUTCH'S SPEECH NOTES: Found at 
Horseshoe Overlook from Chapter 3 
DUTCH'S WANTED POSTER: Found 

in Micah's camp after completing "An 
American Pastoral Scene" 

DYNAMITE ARROW PAMPHLET: Found 
in a chest at the base of a small wooden 
bridge at the south end of the Wapiti Indian 
Reservation; also sold by fences after you. 
complete “A Short Walk in a Pretty Town” 
ELECTRIC CHAIR BLUEPRINT: Found on 
the body of the professor at the end of “The 
Mercies of Knowledge — VII" 

EMMET GRANGER PHOTOGRAPH: 
Obtained during “The Noblest of Men, and a 
Woman - I* 

ENGLISH SPELLING PRACTICE: Found on 
a school desk at Fort Riggs, southwest of 
Riggs Station 

EROTIC PHOTOGRAPH 1-5: Found in a 
secret treasure chest (see page 216) 
EUGENICS HANDBILL: Given by the 
eugenics proponent, a special character 
found in Saint Denis 


| EXISTENCE AND OBLIVION: At camp 
EXOTIC COLLECTOR'S LIST 1-5: Received 
from Algernon Wasp when you trigger each 
stage of "Duchesses and Other Animals 
EXPERIMENT NOTES 1-4: Found inside the 
| cabin directly west of Van Horn, close to the 
railroad 

EXPLOSIVE SLUG PAMPHLET: Found in a 
chest right outside the burned down house 
of an alchemist, not far from the train tracks 
between Gaptooth Ridge and Cholla Springs; 
also sold by fences after you complete 

“A Short Walk in a Pretty Town" 

EXPRESS EXPLOSIVE PAMPHLET: Given 
at the beginning of Chapter 2 

FAMILY DAGUERROTYPE: Found at 
Compson's Stead during "The Iniquities of 
History = II" 

FAMILY PHOTOGRAPH: Found under the 
floorboard inside the Old Harry Fen shack 
just southeast of Braithwaite Manor 

FARM, FIELD AND FALCONRY: Obtained 
during “Idealism and Pragmatism — III 

FIRE ARROW PAMPHLET: Given at the 
beginning of Chapter 2 

FIRE BOTTLE PAMPHLET: Given at the 
beginning of Chapter 2 

| FIRST BANK ROBBERY NEWSPAPER 
SCRAP: At camp 

FLACO HERNANDEZ PHOTOGRAPH: 
Obtained during “The Noblest of Men, and 

a Woman - I 

FRANCIS'S BUSINESS CARD: Given when 
you trigger "Geology for Beginners” 

GET RICH QUICK: Purchased from Timothy 
Donahue, a special character in Saint Denis 
GOODBYE LETTER FROM MARY: Received 
at the end of "Goodbye, Dear Friend 
(Chapter 6) 

GRAVE NEWSPAPER CLIPPING: Found 

on the table inside the Planters Baun cabin, 
steps away from the Delaced Grave 

| GRAY FAMILY HISTORY LETTER: Found 
near the corpse of Tavish Gray, at the back of 
| the family's mansion 

HIGH STAKES TREASURE MAP 1-3: 


Received during the High Stakes treasure 
hunt 
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HOMING TOMAHAWK PAMPHLET: Found 
in a chest inside Flattened Cabin, south of 
Moonstone Pond; also sold by fences from 
Chapter 2 onward 

HOPES FOR THE FUTURE: Given by Dr 
Macintosh, a special character found in 
Annesburg 

HORSE MEAL PAMPHLET: Reward for 
completing Kieran’s item request for burdock 
root during Chapter 3; also sold by fences 
after you complete “Pouring Forth Oil" 
HORSE OINTMENT PAMPHLET: Given at 
the beginning of Chapter 2 

HUNTING REQUEST 1-5: Found on notice 
boards when you meet the requirements for 
each of the five stages of “A Better World, 
A New Friend” 

IMPROVED ARROW PAMPHLET: Given 
at the beginning of Chapter 2 

IMPROVED THROWING KNIFE 
PAMPHLET: Given at the beginning of 
Chapter 2 

IMPROVED TOMAHAWK PAMPHLET: 
Given at the beginning of Chapter 2 


INCENDIARY BUCKSHOT PAMPHLET: 
Found beneath a floorboard inside the 

dilapidated cabin at Copperhead Landing 

also sold by fences after you complete 
Pouring Forth 017 

INVENTOR'S NOTE: Found during 

“A Bright Bouncing Boy — Ill 

INVENTOR'S PLAN: Found during 

"A Bright Bouncing Boy — III" 

INVITATION FROM FRANCIS SINCLAIR: 
Received after mailing the 10 rock carving 

locations 

INVITATION FROM JEREMY GILL: 
Received after mailing the 13 legendary fish 

INVITATION FROM MAYOR LEMIEUX: 
Received after completing "The Gilded Cage" 

INVITATION FROM MS. HOBBS: Received. 

after you complete all five "hunting requests" 

JACK HALL GANG MAP 1-3: Received 

during the Jack Hall Gang treasure hunt 

JACK'S DRAWING: Reward for completing 

Jack's item request (Abigail's thimble) during 

Chapter 2 

JAIL LEDGER: On the sheriff's desk inside 

the Valentine jail 

JEREMY'S BUSINESS CARD: Given when 

you trigger “A Fisher of Fish” 


JOURNAL: Available from the start 


KILLER CLUE PIECE 1-3: Obtained by 
completing the three “Murder Scene” 
chance encounters 

LE TRESOR DES MORTS MAP 1: Received 
during the Le Tresor des Morts treasure hunt 


LE TRESOR DES MORTS RIDDLE NOTE: 
Received during the Le Tresor des Morts 
‘treasure hunt 

LEDGER: Found at Compson's Stead during 
“The Iniquities of History” 

LEGENDARY ANIMAL MAP: Given during 
“Өй Pursued by a Bruised Ego” 
LEGENDARY FISH MAP: Obtained during 
'A Fisher of Fish” 

LEMOYNE RAIDERS LETTER: Can be 
looted from a Lemoyne Raider's body at their 
hideout or one of their camps 


LETTER FROM ‘CAROLINE’: Obtained 
during "Dear Uncle Tacitus” 

LETTER FROM ABIGAIL: Found on a table 
inside your house at Pronghorn Ranch during 
"Motherhood" (Epilogue 1) 

LETTER FROM CHARLES CHATENAY: 
Received after completing “The Artist's 

Way IV" 


LETTER FROM CHARLOTTE: Obtained during 


| the Willard's Rest home robbery 


LETTER FROM CORNWALL KEROSENE & 
TAR: Found on the corpse at the foot of the 
oil derrick 


LETTER FROM DEBORAH MACGUINESS: 
Received after mailing all 30 dinosaur bone 
location coordinates as part of “A Test of 
Faith” 


LETTER FROM LENNY'S FATHER: At camp 


LETTER FROM MARY: Received during 
‘We Loved Once and True — I" (Chapter 2) 


LETTER FROM MISS MARJORIE: Received 
after "The Smell of the Grease Paint — Il 

if you watch the live performance of Miss 
Marjorie and her troupe, then speak to the 
ticket taker 


LETTER FROM MR. PEARSON: Received 
after you visit Pearson in the Rhodes general 
store during or after the Epilogue 


LETTER FROM MR. PEARSON: Obtained 
during “Further Questions of Female 


Suffrage” 
LETTER FROM MS. HOBBS: Received if 
you complete the first four "hunting request” 


stages before the end of Chapter 6 


LETTER FROM PENELOPE: Received after 
you complete "The Course of True Love — II" 


LETTER FROM SCRUFFERS & CO. 
PUBLISHERS: Looted from rich, male 
Rhodes townsfolk 


LETTER FROM SCRUFFERS & CO. 
PUBLISHERS: Looted from male Saint Denis 
townsfolk 

LETTER FROM SCRUFFERS & CO. 


PUBLISHERS: Looted from rich, female 
Rhodes townsfolk 
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LETTER FROM ST. LUKE'S ACADEMY: 
Looted from workers at the Appleseed 
Timber Co event area 

LETTER FROM THE MAYOR'S OFFICE: 
Received after completing “Idealism and 
Pragmatism — III 

LETTER FROM THEODORE LEVIN: 
Received after completing "The Noblest 
of Men, and a Woman = IV 

LETTER FROM TILLY: Received during 
the Epilogue after you meet Tilly 
LETTER OF TERMINATION: Found at 
Compson's Stead during "The Iniquities 
of History - II 

LETTER TO ALFRED FROM ANNABEL: 
Looted from rich male Blackwater town 
LETTER TO ALFRED FROM MATILDA: 
Looted from rich male Blackwater townsfolk 


LETTER TO ANGELO BRONTE: Found on. 
the desk from which you retrieve the ledger 
during “The Gilded Cage” 

LETTER TO ANNETTE FROM CLAUDE: 
Found on the corpse outside the Robard 
Farm cabin, just north of Rhodes 

LETTER TO ANTHONY FROM DAD: Looted 
from a male tourist in or around 

the Strawberry Welcome Center 

LETTER TO BRONTE FROM THE MAYOR: 
Found on the desk during "The Gilded Cage” 
LETTER TO BROTHER RODOLFO: Found 
on the corpse of the Jesuit missionary, on 
the east shore of the Sea of Coronado 
LETTER TO BUBBA FROM JILLIAN: Looted 
from Valentine stable workers 

LETTER TO CURTIS FROM M: Looted from 
the Valentine sheriff 

LETTER TO EDMUND FROM MOTHE! 
Found in the basement of Lucky's Cabin 
during “American Dreams" 

LETTER TO GARFIELD FROM MARTHA: 
Found on the corpse of a soldier tied to a tree 
at Bolger Glade 

LETTER TO GLEN AND EDDIE FROM 
MOMMA: Found in a drawer inside the 
Clawson's Rest shack 

LETTER TO HENRIETTA DOUGLAS: Found 
in the lock box inside the abandoned mail 
wagon, southwest of Fort Wallace 

LETTER TO HERBERT FROM HERBERTA: 
Looted from the Armadillo general store 
owner 

LETTER TO JACOB FROM FATHER: Looted 
from older male Blackwater townsfolk 


LETTER TO JIM FROM MILDRED: Found 
on the doorstep of the Lenora View cabin, 
north of Strawberry 
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LETTER TO JUDGE FINLEY: Found in the. 
lock box inside the abandoned mail wagon, 
southwest of Fort Wallace 


LETTER TO MANDY: Looted from male 

Blackwater townsfolk 

LETTER TO MARGARET FROM ARNOLD: 

Looted from rich, female Rhodes townsfolk 

LETTER TO MARTHA FROM GARFIELD: 

Found on the corpse inside Martha's Swain 

cabin 

LETTER TO MARTIN FROM FATHER: 

Looted from soldiers at Fort Wallace 

LETTER TO MAVIS FROM LARRY: Looted 

from the Tumbleweed general store owner 

LETTER TO MICAH FROM AMOS: At camp 

LETTER TO MIRIAM WEGNER: Found 

in the lock box inside the abandoned mail 

wagon, southwest of Fort Wallace 

LETTER TO MOMMA: Looted from a man 

in Armadillo 

LETTER TO MOTHER FROM MILES: Looted 

from older female Blackwater townsfolk 

LETTER TO MR. COMPSON FROM COL. 

NIXON: Found at Compson's Stead during 
The Iniquities of History — II! 


LETTER TO NATE FROM MOMMA: Found 
in the Catfish Jacksons cabin 

LETTER TO NIGEL FROM TOM: Looted 
from a special character called "Gavin's 
friend” 

LETTER TO PA: Looted from any bank clerk 


LETTER TO PA: Looted from a rally member 
during any "Rally" chance encounter 
LETTER TO PROFESSOR SCHLIFFEN: 
Looted from a foreman = for example, the 
one at the Appleseed Timber Co event area 
LETTER TO THE DOCTOR FROM DONAL: 
Looted from the Valentine doctor 

LETTER TO THE EDITOR: Found in the 
basement of Lucky's Cabin during "American 
Dreams” 


LETTER TO THE GOVERNOR: Loot item on 
the Wapiti official, Mr Pattison 

LETTER TO THE SAINT DENIS TIMES 
TRIBUNE: Found in the lock box inside the 
abandoned mail wagon, southwest of Fort 
Wallace 

LETTER TO TOM FROM COLM: Looted 
from the final O'Driscoll during "Mrs Sadie 
Adler, Widow — II 

LETTER TO UNCLE LEWIS FROM ELIJAH: 
Found on the corpse of a runaway slave, on 
the shore southwest of Shady Belle 

LETTER TO WILLIAM ERRINGTON: Found 
in the lock box inside the abandoned mail 
wagon, southwest of Fart Wallace 


LETTER TO ZHOU YI FROM ZHOU 
WEI: Found on the corpse of a traveler at 
an abandoned campsite surrounded by 
cactuses, east of Armadillo 

LIST OF ACCOUNTS: Found in Bronte's 
Mansion 

LIST OF DEBTORS 1-6: Given by Strauss 
during the “Money Lending and Other Sins” 
mission strand 

LOST LETTER TO BONNIE: Looted from 
the corpse in the “Washed Ashore” chance 
encounter 

MARY-BETH'S NOTEBOOK: At camp 


MEETING NOTES: Looted from a rally 
member during any "Rally" chance encounter 
MENDED MAP: Obtained by combining the 
two torn treasure maps 

MICAH NEWSPAPER SCRAP: Found 

in Micah's camp after completing “An 
American Pastoral Scene” 


MINE SHARE: In Trelawny's caravan during 
“Magicians for Sport" 

MINING COMPANY LETTER TO 
CORNWALL: On the desk in Cornwall's 
private train carriage during "Who Is 
Leviticus Cornwall? 

MISSING PERSON POSTER: Found outside 
the Van Horn saloon and referred to in an 
ambient camp conversation 

MOLLY'S POEM: At camp 


MURFREE BROOD PRISONER'S NOTE: 
Looted from the corpse of a victim of the 
Murfrees 

MURFREE BROOD RANSOM NOTE: Looted 
from the corpse of a victim of the Murtrees 
MYSTERIOUS SERMON: Found on the desk 
inside Hani's Bethel 

NEW ENGLAND EXAMINER SCRAP: At 
camp 

NEW HANOVER GAZETTE NO. 27- 

40; Purchased from a newspaper boy in 
Annesburg or Valentine 

NEWSPAPER SCRAP: Found inside the Old 
Harry Fen shack 

NIGHT FOLK VICTIM'S NOTE: Looted from 
the corpse of a victim of the Night Folk 
NIGHT FOLK WAGERER'S NOTE: Looted 
from the corpse of a victim of the Night Folk 
NOTE FROM JIM: Found on the doorstep of 
the Lenora View cabin, north of Strawberry 
NOTE FROM RANCE: Found at Compson's 
Stead during "The Iniquities of History — II” 
NOTE FROM ROBERT ELLIOT PATCHEN: 


Found underneath the Nevada hat, behind 
the waterfall at Granite Pass 


NOTE FROM THE SCULPTOR: Found on the 
corpse of the sculptor who hung himself at 
the Face in Cliff site; shoot the rope to make 
the body fall 

NOTE TO JEREMIAH FROM BILL: Found 
at Compson's Stead during “The Iniquities 
of History — Il 

NOTE TO MA: Looted from self-appointed 
"law" thugs in Van Horn 

NOTE TO MOTHER: Looted from older, rich 
female Saint Denis townsfolk 

OIL COMPANY LETTER TO CORNWALL: 
Оп a table close to the door in Cornwall's 
private train carriage during "Who Is 
Leviticus Cornwall?” 

OTIS MILLER AND THE ARABIAN 
PRINCE: Clawson's Rest, on a nightstand in 
the shack 


OTIS MILLER AND THE BLACK-HEARTED 
LADY: Osman Grove, on a nightstand in the 
shack 

OTIS MILLER AND THE BOY FROM 

NEW YORK: Pleasance, on a table in the 
abandoned schoolhouse 

PENELOPE'S LETTER: Obtained during 
"The Course of True Love — 11" 

PHINEAS'S BUSINESS CARD: Given when 
you trigger “Smoking and Other Hobbies” 
PIECED TOGETHER MAP: Obtained by 
completing the three "Murder Scene’ 
chance encounters. 

POISON ARROW PAMPHLET: Found in a 
chest just outside the Mysterious Hill Home, 
northeast of Bacchus Station; also sold by 
fences from chapter 2 onward 

POISON THROWING KNIFE PAMPHLET: 
Found beneath a floorboard in an oblong shack 
to the northeast of Saint Denis: also sold by 
fences after you complete “Pouring Forth Oil” 
POTENT HERBIVORE BAIT PAMPHLET: 
Given at the beginning of Chapter 2 
POTENT PREDATOR BAIT PAMPHLET: 
Given at the beginning of Chapter 2 
PROPERTY DEED: Looted from the goons 
during the second stage of the Central Union 
Railroad Camp event area 

RAMBLES THROUGH WOODS AND 
PLAINS: At camp 

SAINT DENIS TIMES NO. 43-56: 
Purchased from a newspaper boy in Saint 


| Denis or Rhodes 


SECOND INVITATION FROM MAYOR 
LEMIEUX: Received after completing 
“Idealism and Pragmatism — I” 

SECOND LETTER FROM MARY: Received 
during Chapter 4 

SHOPPING LIST: Obtained during 
“Further Questions of Female Suffrage” 
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SLIM GRANT PHOTOGRAPH: Obtained 
during “The Noblest of Men, and a Woman 
-m 


SMALL GAME ARROW PAMPHLET: Given 
at the beginning of Chapter 2 


SON'S DRAWING: Looted from the Rhodes 
gunsmith 


SPECIAL BITTERS PAMPHLET: Found in a 
chest among the crates scattered across the 
ground just south of Owanjila Dam; also sold 
by fences from Chapter 2 onward 


SPECIAL HEALTH CURE PAMPHLET: 
Found in a chest on the Face in Cliff's 
scaffolding, north of Moonstone Pond. 
reward for completing "No Good Deed"; also 
sold by fences after you complete "American 
Distillation’ 


SPECIAL HORSE MEDICINE PAMPHLET: 
Found in a chest in the southeast corner 

of Fort Brennand, to the southwest of Van 
Horn; also sold by fences after you complete 
“Pouring Forth Oil 


SPECIAL HORSE REVIVER PAMPHLET: 
Found inside a tree stump east of Mattock 
Pond, halfway up to Hill Haven Ranch; also 
sold by fences after you complete "American 
Distillation” 


SPECIAL HORSE STIMULANT PAMPHLET: 
Found in a chest under the desk in the 
southernmost building of the burned down 
settlement, to the southwest of Horseshoe 
Overlook; also sold by fences after you 
complete “Pouring Forth Oil” 


SPECIAL SNAKE OIL PAMPHLET: Found 
beneath a floorboard, in the small shack right 
by the train tracks, on the east side of Eris 
Field; also sold by fences after you complete 
“American Distillation” 


SPECIAL TONIC PAMPHLET: Found in a 
chest by a bloodstained tent on the rocky 
plateau northwest of Mount Shann, close to 


|| the ridgeline; also sold by fences after you 


complete “A Short Walk in a Pretty Town’ 


SPLIT POINT PAMPHLET: Given at the 
beginning of Chapter 2 


SUFFRAGETTE PAMPHLET: Given by 
Dorothea Wicklow, a special character in 
Saint Denis 


TELEGRAM FROM SADIE: Received during 
“Motherhood” 


TELEGRAM TO POLICE CHIEF LAMBERT: 
Found on the desk in Bronte's office 


THE AMERICAN INFERNO: At camp 
‘THE CASE OF THE DECEITFUL GERMAN: 


| Atcamp 


THE CASE OF THE SHREW IN THE FOG: 


| Опа coffee table inside a house northwest 


of Saint Denis 
THE CASTLE ABOVE THE GLEN: At camp 


| THE CASTLE ABOVE THE MOOR: At camp 


THE CASTLE IN THE FIELD OF LAVENDER: 
At camp 


THE LADY OF THE MANOR: Given by Mary- 
Beth during the Epilogue 


RED DEAD 
REDEMPTION. 


TORN TREASURE MAP 1 & 2: Found in a 
drawer inside the cabin of the hermit woman 
near the source of Little Creek River, and the 
hermit at Manito Glade, north of Annesburg 


TRUE TALES OF FRANK HECK, NO. 102: 
Lake Don Julio, on a nightstand in the shack 


UNFINISHED LETTER: Looted during a 
“Dead Bodies” chance encounter 


VOLATILE DYNAMITE PAMPHLET: Found 
at Hani's Bethel, in a chest beneath a broken 
wagon just north of the small pond; also 
sold by fences after you complete "American 
Distillation” 


VOLATILE FIRE BOTTLE PAMPHLET: 
Found in a chest at an abandoned campsite 
in the burned down forest, northwest of 
Horseshoe Overlook; also sold by fences after 
you complete “Pouring Forth Oil" 
WATSON'S SCRAPBOOK PAGE: Found on 
the kitchen table during the final possible 
stage of the Watson's Cabin home robbery 
WEDDING CERTIFICATE: Found in the 

loot box on a crashed wagon at the base 

of the Monto's Rest cliff, just northeast of 
Strawberry 

WILD MAN'S JOURNAL: Follow the Wild 
Man from his chance encounter on three 
different occasions 


WILD WEST HEROES, NO. 132: Downes 
Ranch, on a nightstand in the house 


WOLVES PHOTOGRAPH: Received during 
"Arcadia for Amateurs ~ III” 


YOUNG MARY & ARTHUR PHOTOGRAPH: 
Received at camp after “Visiting Hours” 


ZOOLOGICAL COMPENDIUM: At camp 
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* NEWS 


PAPERS * 


You can buy newspapers from the various 
newspaper sellers located in the main towns 


* The Blackwater Ledger is sold in Blackwater and Strawberry 
ж The New Hanover Gazette is sold in Annesburg and Valentine 
ж The Saint Denis Times is sold in Saint Denis and Rhodes 


NEWSPAPER AVAILABILITY — 


New editions become available when you reach specific milestones in 
the storyline. Each paper features a number of articles, some of which 
discuss events that you are directly responsible for — such as robberies 
or other criminal activities. Certain articles will mention landmarks or 
characters that you may have yet to encounter, offering welcome hints 
| on their existence and whereabouts. 


(MILESTONE EDITION 


Blackwater Ledger No. 62 
| Now Hanover Gazette No. 27 
| Saint Denis Times No. 43 
| Blackwater Ledger No. 63 
а | Now Hanover Gazette No, 28 
| Saint Denis Times No. 44 
Blackwater Ledger No. 68 
n Now Hanover Gazette No. 29 
| Saint Donia Times No. 45 
Blackwator Ledger No. 65 
#4 | Now Hanover Gazette No. 30 
| Saint Denis Times No. 46 — 
er Ledger No. 6 
wer Gazette No. 31 
| Saint Denis Times No. 47 
Blackwater Ledger No, 67 
в New Hanover Gazette No. 32 
| Saint Denis Times No. 48 
Blackwater Ledger No. 68 
" Now Hanower Gazeta No. 33 
Saint Denis Times No.49 — | 


AVAILABILITY 


Complete “Eastward 


« Bound 


Complete “Pouring 
Forth Oir 


| compete me Shep 
tha e Goats 


| complet "magans 
e 


Complets “The Joys 
в ШЙ 

| complet “urtan | 
| Pleasures’ 


| conse “Dear uncia 


MILESTONE EDITION AVAILABILITY 
Blackwater Ledger No 63 
ENME NUES 
| | Saint Denis Times No. 50 - | 
Blackwater Ledger No 70 4 
| #9 | New Hanover Gazette No.35 | Compete The Bridge 
Saint Denis Times No. 51 oca. | 
Blackwater Ledger No. 71 "—— 
PE JESC Goya iie eg 
| | Saint Denis Times No. 52 - ] 
Blackwater Ledger No. 72 
mi | New Hanover Gazette No 3) | Complete "The Wheer 
| ат Denis Times No.53 — | 
Blackwater Ledger No. 73 NRI 
| m New Hanover Gazette No. 38 | Complete The 
Saint Denis Times No. 54 ete | 
Blackwater Ledger No 74 z 
nm (Nontas M 
Saint Denis Times No. 55 ex! | 
Blackwater Ledger No. 75 z 
me Вакно Ledger No.75 | Completa "American 
| 


Saint Denis Times No. 56 a 


śię Denis Cimes Cri 
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CRAFTING 


Crafting is the process of creating an object by combining ingredients, 
ar by supplying necessary materials to an appropriate party who will do 
the work for you 


You can craft items yourself, which is the topic of this section. Certain 
shops also offer specific crafting services: fences (see page 326), the 
trapper (see page 328), and Pearson (see page 143). 


You have access to two crafting methods 


* Crafting Tools enable you to create items on the go. Hold @/@ 
to rest, then press @ /@. Alternatively, you can reach the same 
interface by selecting the crafting tools in the bottom slot of your 
item wheel. With this method, you can make both hunting items and 
improved ammunition or thrown weapons. 


* Campfires can be set up virtually anywhere in the world outside of 
towns. To set up camp, rest by holding ©)/© then press the same 
button again, or select the camp option in the bottom slot of your 
item wheel. From campfires, you have access to additional recipes to 
create tonics, horse care items, and to cook. 


Crafting often requires a recipe pamphlet. You will find details on the 
availability of each of these documents in the tables that follow. 

As for the ingredients used in each recipe, sourcing them depends on 
what category they belong to: 

ж Animal parts are obtained by hunting: see page 147 onward. 

* Fish meat is acquired by fishing (see page 163) 


* Ammunition can either be found (at abandoned campsites, 
for instance), collected from Arthur's wagon at camp, looted 

| from bodies, or purchased from gunsmiths and general stores 

| (see page 286) 


* Provisions are collected in the wilderness (see page 303), 
available for free as camp supplies (see page 143), or purchased 
from general stores (see page 324) and fences (see page 326) 


320 


ШЕШ 


RECIPE 
PAMPHLET 


PAMPHLET AVAILABILITY 


INGREDIENTS 


Stringy Meat (х1); Blackberry, 
Evergreen Huckleberry, Raspberry or | 
Wintergreen Berry (x1) 


Potent Herbivore 


CRAFTING TOOLS RECIPES 
ICON | пем 
Predator 
s 


Bait Pamphlet 


Given al the beginning of Chapter 2 


Vanilla Flower (x1); Volet 
Snowdrop (x1 Bay Bolete, Chanterelle, 
Parasol Mushroom, or Ram's Head ixl] 


Potent Predator 
Bait Pamphlet 


Given at the beginning of Chapter 2 


Gritty Fish Meat (x1; Blackbery, 
Evergreen Huckleberry, Raspberry, or 
Wintergreen Berry (xl 


Dynamite Arrow 
Pamphlet 


Fire Arrow 
Pamphlet 


Ina chest at the base of a small wooden bridge at the south end of the Wapiti 
Indian Reservation, also sold by fences after you complete "А Short Walk in a 
Pretty Town 


Given atthe beginning of Chapter 2 


Arrow (x1); Dynamite (x1); Fight 
Feather (xi) 


Arrow (x); Animal Fat (x1); Fight 
Feather (xi) 


Small Game 
Arrow 


Volatile 
Dynamit 


Fire Bottle 


Volatile Fire 
Bottle 


R з 59 >a oa ээ Б EEJ 


Homing 
1 Tomahawk 


ay 


= 
? i] 
ж. 


J Improved 
"RE 


Throwing 
Кайе 


1 Poison 


me 
QE uu 


Explosive. 
Cartridge 


3 
& uum 
" 


Explosive 
Slug 


Improved Arrow 
Pamphlet 


Poison Arrow 
Pamphlet 


Small Game 
Arrow Pamphlet 


Volatile Dynamite 
Pamphlet 


Fire Bottle 
Pamphlet 


Volatie Fire 
Bottle Pamphlet 


Homing 
Tomahawk 
Pamphlet 


Improved 
Throwing Knife 
Pamphlet 


Improved 
Tomahawk 
Pamphlet 


Poison Throwing 
Knife Pamphlet 


Split Point 
Pamphlet 


Express Explosive 
Pamphlet 


Incendiary 
Buckshot 
Pamphlet 


Explosive Slug 
Pamphlet 


Given atthe beginning of Chapter 2 


Ina chest just outside the Mysterious Hil Home, northeast of Bacchus 
Station; also sold by fences from Chapter 2 onward 


Given atthe beginning of Chapter 2 


At Han's Bethel, in a chest beneath a broken wagon just north of the small 
pond, also sold by ences after you complete "American Distillation 


Given atthe beginning ol Chapter 2 


In a chest in an abandoned campsite in the burned down forest, northwest of 
Horseshoe Overlook; also sold by fences after you complete “Pouring Forth Oil 


In a chest inside Flattened Cabin, south of Moonstone Pond; also sold by 
fences from Chapter 2 onward 


Given at the beginning of Chapter 2 


Given atthe beginning of Chapter 2 


Hidden beneath а floorboard in an oblong shack to the northeast of Saint 
Denis; also sod by fences after you complete “Pouring Forth Oi 


Given at the beginning ol Chapter 2 


Given at the beginning of Chapter 2 


Hidden beneath a floorboard inside the dilapidated cabin at Copperhead 
Landing; also sold by fences after you complete “Pouring Forth Oi 


In a chest right outside the burned down house of an alchemist, not far trom 
the train tracks between Gaptooth Ridge and Cholla Springs aso sold by 
fences after you completo "A Short Walk in a Pretty Town” 


Arrow (x): Flight Feather (x1) 
| 


Arrow (x1); Oleander Sage (x1); Fight 
Foathor (xi) 


Arrow (x1): Shotgun Shells - Regular 
ix); Fight Feather (x1) 


Dynamite 1); Animal Fat (ell; Any 
High Velocity Cartridge (x1) 


Gin, Guarma Rum, Kentucky Bourbon, 
or Fine Brandy (xT); Animal Fat (x1) 


Moonshine (1): Animal Fat 1) 


Tomahawk (x1): Owl Feather (xt) 


Throwing Knile (x1); Eagle Feather or 
Hawk Feather (x2) 


Tomahawk (x; Eagle Feather or 
Hawk Feather (x) 


Throwing Knife (x1); Oleander 
Sago (x) 


Hunting Knife; any Regular Cartridge 
(x1) (except shotgun) 


Any Express Cartridge (x1) except 
shotgun; Animal Fat 1) | 


Shotgun Shell Regular (ell: 
Moonshine (x1) 


Shotgun Sheli = Slug (IJ; Animal | 
а) | 


Potent 
Horse. 
Medicine 


Special 
Horse 
Medicine 


Г Special 
Horse. 
Reviver 


Potent 
Horse 
= se 


RECIPE 
PAMPHLET 


Special Horse 
Medene 
Pamphlet 


Special Horse 
Revver Pamphlet 


PAMPHLET AVAILABILITY 


In a chest in the southeast corner of Fort Bronnand, to the southwest of Van 
Нот; also sold by fences after you complete “Pouring Forth Oi 


Inside a tree stump east of Mattock Pond, halfway up to Hill Haven Ranch 
also sold by fences after you complete “American Distillation’ 


INGREDIENTS 


Ginseng (x 


Common Bulrush (x1) 


Ginseng (x2) Common Bulrush (x2: 
Wild Carrot (x2) 


Ginseng (x2); Wild Carrot 2; Parasol 
Mushroom (2) 


Sage (x1) Common Bulrush (x1) 


PRIMER 
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EXPLORATION 
ATLAS 
WEAPONS 
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EXTRAS 
INDEX 


CONSUMABLES 
KIT & TOOLS 
EQUIPMENT 
VALUABLES 
DOCUMENTS. 
CRAFTING 
COOKING 


SHOP LISTS 6 
CRAFTING 


CAMPFIRE CRAFTING RECIPES (CONTINUED) 


ICON | пем 


Special 
Horse. 
Stimulant 


RECIPE 
PAMPHLET 


Special Horse 
Stimulant 
Pamphist 


PAMPHLET AVAILABILITY 


Ina chest under the desk in the southernmost building of tho burned down 
settlement, to ће southwest of Horseshoe Overlook also sold by fences after 
you completa "Pouring Forth Oi 


INGREDIENTS 


(42); Common Bulrush b: 
Wild Carrot (2) 


Horse. 


Horse Meal 


Potent 
Health Cure 


Special 
Health Cure 


Potent 
Bitters 


Special 
Bitters 


Potent 
Snake Oil 


Special 
Snake Oil 


Potent 
Miracle 


Horse Ointment 
Pamphlet 


Horse Meal 
Pamphlet 


Special Health 
Cure Pamphlot 


Special Bitters 
Pamphlet 


Special Snake Oi 
Pamphlet 


Special Tonic 
Pamphlet 


Cover Scent 
Pamph 


Given at the beginning of Chapter 2 


Reward for completing Kieran’s item request for burdock root durin 
З; also sold by fences after you complete “Pouring Forth Oi 


Chapter 


on the Расо in Cf sscaffoding, north of Moonstone Pond: reward 
for completing "No Good Deed”: also sold by ences after you complete 
‘American Distillation 


Ina chest among the crates scattered across the ground just south of Owanjila 
Dam. also sold by fences fron Chapter 2 onward 


Hidden beneath a floorboard. i the small shack night by the train tracks, on 
the east side of Ens Field, also sod by fences after you complete “American 
Distillation 


Ina chest by a bloodstained tent on the rocky plateau northwest of Mount 
Shan, close to the ridgeline, also sold by ences alter you complete "A Short 
Walk in a Pretty Town 


Given at the beginning of Chapter 2 


Sage (x); Common Bulrush Ix), 
Yarrow (x1 


Currant x3); Beets (x3); Hay b3) 


Ginseng (x1): Yarrow (x1) 


Ginseng bL Yarrow hz); English 
Mace or Milkweed (aż) 


Sage (x); Burdock Root (x1) 


Sage (2); Burdock Root W2); Violet 
Snowdrop or Wild Feverfew (x2) 


Indian Tobacco x1] 


Indian Tobacco (21: Currant or Prairie 
Poppy (x2) 


Indian Tobacco (x4); Ginseng (x) 
Sage bd] 


Currant x6), Yarrow b; Burdock 
Root (x6) 


Scent Gland (x1) 


RED DEAD 
REDEMPTION. 


COOKING 


The process of cooking is almost identical to that of crafting, though it 
always requires a campfire, 


All recipes are available from the beginning of the adventure. With the 
exception of coffee, which is made from ground coffee, they all require 
meat — which is acquired primarily through hunting (see page 147). 


The nature of the meat used determines the restorative properties 


RECIPES 


m —r m 


of a meal — in other words, what percentage of your attribute cores 
will be replenished by eating it. For most meats, you can optionally 
add one — and only one — of three seasoning herbs to a recipe. These. 
make dishes even more potent: creeping thyme, oregano and wild 
mint increase the recovery of the Dead Eye, stamina and health cores 
by 25% respectively. 


| You can study parameters for all possible cooked meals on page 307. 


BASE 


INGREDIENT YIELDED BY. 


$ Armadio, Badger. Bat Beaver. Chipmunk 

Bol. Sinov Meat | Coote, fox Muskrat, Opossum, Raccoon, Rat. 
Skunk, Snak, Squirrel 

F city rin | Sil Suen сана Chanel Cash, 

= 


ISA Herptile Meat | Frog. Gia Monster, Iguana, Toad, Turtle 


‘Waxwing, Cardinal. Blue Jay. Condor, Cormorant 
Crow, Eagle, Egrot Hawk, Heron, Loon, Oriol, 
Owl. Pigeon, Quai, Raven, Booby, Robin 
Spoonbill, Gull, Songbird, Sparrow, Vulture, 
Crane, Woodpecker 


v Comey Bird 


Duck, Phoasant, Rabbit 


< o 
e 
2 ist Monon | Gost Rom, Shoop 


Plump Bird 
A LLL 
СД Prime Bet oint | Bison, Bu Cow. Ox 


= 


Chicken. Goose, Turkey Rooster 


COOKED ON ITS WITH WITH 
OWN OREGANO WILD MINT 


Plain Stringy Мел! Nor Seasonable 


Gritty Fish Non-Snasonable 


Plain Herptiln Non Seasonablo | 


Plain Game Bird Non-Seasunatle. 
Plain Gamo Thyme Game Oregano Gamo Minty Gamo 
Plain Mutton Thyme Mutton | Oregano Mutton | Minty Mutton 


Plain Plump Bird | Thyme Plump Bird | Oregano Plump Bird | Minty Plump Bird 


Plain Crustacean | Thyme Crustacean | Oregano Crustacean | Minty Crustacean 


Plain Prime Beef | Thyme Prime Beet | Oregano Prime Beef | Minty Prime Beet 


Plain Venison Thyme Venison | Oregano Venison | Minty Venison 


co Tender Port Loin | Boor, Peccon: Pia 


Redfin Pickerel, Pe 


Chain Pikerel, Rock 


Plain Pork Thyme Pork Oregano Pork Minty Pork 


BĘ rowy ra es. Ma ake Surgeon Norther fu Pain Ра Fh | Thyme Fly sh | Oregano әу Fish | Minty ky Fish 
Î Succulent Fish | Sockeye Salmon, Steelhead Trout Plain Succulont eh | уте Succulent | Oregano Succulent | Minty Succulent 
m Exotic Bird | Parakeet, Parrot. Pelican Plain Exotic Bird | Thyme Exotic Bird | Oregano Exotic Bird | Minty Exotic Bird 
t Big Game | Aligator, Bear. Cougar, Panther, Woli Plain Big Game | Thyme Big Game | Oregano Big Game | Minty Big Game 
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SHOP LISTS & SHOP CRAFTING P nermi 


пм PRICE UNLOCK CONDITION 
AMMUNITION AMMUNITION 
tage aks ; а Poza z igi Cries Hoh || | PRIMER 
in this section you wil ind a ist of evry a Т hat y E [ss |- В oe | 
SPetr beze чел lt ho ui spl чүл ا ا‎ i: a | | missions 
are covered in the Weapons chapte page 286). Express 4 5 | {ial Velocity ра ا‎ 
Revolver Carvidges- | $1 59 Revolver Cartridges $200 EXPLORATION 
2 = Express а || pig veo | 
| -= CH Fite Caries High | gapo Eastward Bound (ариг Жын 
apris Velocity e 
MEANING Shotgun - Slug xl EET E == WEAPONS 
WEAPONS BLACKWATER ONLY 
1TEMS 
arb ble Acton ete "A Stang nes Омин Z] ma | 
мш — —— и = une ITEM PRICE UNLOCK CONDITION. Bie 
pers | Sendo Seen [EIS Cry "A Foe gl Dae | ma 
[TT NEST] | |e pas жашгылт INDEX 
Doctor Schofield Revolver 584.00 | Complete "Biessed are the Meek?” (Chapter 2} 
1 [г-м Sig. |н 00 | Compre Toug fer (upa 21 
Fence 
CLOTHING CONSUMABLES 
Sener Sur | ———————————— PU Wr o Tools 
pue | For most tems, you can choose among a number of textures to buy. These affect th color of the cloth, but may also change the type of fabric, R., 
Horse Fence ALL GENERAL STORES (EXCEPT SAINT DENIS AND BLACKWATER) VALUABLES 
Stable | ITEM price | rexvunes ү Тем race тетин тм Г price | rexvunes МООД 
ibe 80015 GLOVES PANTS (CONTINUED) | 
| n Worn Roper o TE | LT ЕШ EEC EN E 71773 EE] ж] | CRAFTING 
1 Riding Boots 8 Riding Gloves CER 7 Fancy Pants 51000 a COOKING 
| Tailor Skea Rig Bots s Caray Gloves sum] s Ranch Pats 25 н ЗЕЕ 
Tete Bos s vats sums su» uma 
h Trapper I Sportsman's Boots I П тау Hot mn] s Everyday Shit 5675 | | 
| mea Preachers Boots 5 Panama Hat sum| s $800 [E 
Men Fence | Preacher s Phá Boots 7 Кр) sum| s я» П 
Workman's Boots П Мана Scout Wot sum | 0 || French Dress Shin som s | 
wdw Boots I 1 Panaton Hat 31225 | 10 || Sund-alar Over аз П 
|| Deluxe Ounckdraw Boots 5 Bag Valley $1025 a Union Suit из П 
| Pate Odra Boots E Worn Fat Cap [ss П SPURS 
Relendess Boots s Westem Hot $800 П eden Spurs CH 3—1] 
1 Du West Bots I 3 Worn Cavalry Hat seon | 10 || Gorden Piter Spure [sm | 7 
Grinder Bote 3 Bulogger Ha 5850 1 Gordon Deluxe брыт sum| —7 
L J Carry Boots 3 Paragon tow b эз | 0 || кани Spurs Er] 5 
кере s — Classic Preacher's Boots. 4 High Crown Bowler Hat $2050 10 Koeller Rider Spurs 5925 8 
Englsh Preachers Boots SEI Big Cty Hat ЕТЕ [] Stenger Spurs EE H 
Casi Roper Boots 1 Cavalera йз | 10 || Stenger Dohme Spurs тю |6 
GENERAL STORES Hurting ower Boots П folet Dery Hat sin | 7 Western Ride Spurs [ss П 
Оема Rete Bots 3 сане Boss No sum| 5 Westem Dele Spurs sum 6 
CHAPS De Hat sus | o || quero Spur зил | s 
Jeneral stores ra the most common shops you wil encounter throughout he world. Available in most owns. they of а wide range of suppli SS es г cre [EI um 3 
соз Lente Suspenders [sw 3 
ALL GENERAL STORES = Cont [Won Pant mE 
Гм ICE] TEM ce EE I p i— 
AMMUNITON PROVISIONS (CONTINUED PROVISIONS (CONTINUED) Cai Froch Cont [ЕТТ ИЕШЕ! ded Sele Work Pants 
Arrows | БЕ] Baked Beans $120 Guarma Rum EEJ Sun an $1975 | [I i anh nes u rada wa 4 $1300 E] 
Pistol Cartridges- Regular | Dr] Bread Rol 5040 Kentucky Bourbon лу Weste Cost 0 dle Jeane 9 Traditional Vest srs Dee 
Paper Cries gar — | — S80 | Condos сту [rex s EIS ЕП ИЕШЕ ШЕШ Gente Pos M || Pisin ven тагат | 
| lature Venison Meat $5 50 || opu Lr [I 
Rol Caries - Regular Er] Canned Apc 5075 — FT Rambler Jacket sso] в Coed Town Pots из |= ا‎ 
Pate Crtlges - Regular | ss Canned Cored Best sus = = osie Ej 
ie Owena вони. سو‎ CZĘ na Premium Cigarettes su VALENTINE ONLY VALENTINE & TUMBLEWEED ONLY 
Shotgun Stell - Regular | sm Canned Poches 510 ` 
кт Canned Peas $075 —M— = OUTFITS AVAILABILITY 
Coffee Percolator. I GEJ Canned Pineapples BE] Saed Beet ss The Valentine ji Honor Rank 3 Shotgun Chaps | зз 5 | 
Cover Scent Lotion | 5125 Canned Salmon s20 Tender Pork Loin 59 The Vaquero Fringed Shotgun Chaps $1200 
un O | ss Canned Sunsberies ил cs The Dewberry Creek Honor fark E — 1 
на Pomade EE] Canned Sweetcorn sum [71 Tie Ceirmont STRAWBERRY ONLY 
Hait Tonic | ss Сати юз ‘Chewing Tobacco p PRICE |; AVAILABILITY. | 
Natia | ga ie aye sus Cocaine Gon RHODES ONLY The Cumberland Honor Rank 3 
еши" Er] Chocolata Bar sum | 
Ip NT] 3 r кее EM PRICE | TEXTURES AVAILABILITY | The Меса 
Horse Medene = The Faulkton Honor Rant 6 
Live Woms” | gets Er] = — С == 
Pocket Watch. $1550 Classic Oatcakes ию ا‎ hngup Garters | sim | لل‎ 
Rz | € m ua Horse ботан! [3 Тр = 
nume ты mm Macie Frc тте sm [ w ALAS —- 
Apple O sa Tas Brady w Potent Horse Medne. OUTS. | ‘OUTFITS "AVAILABILITY 
‘Assorted Becia [юш = EX] Pete Hors Sumlant IKE. The Chevalier [sem [eos || тетке | $9625, Honor Rant | 
Assorted Sled Of [ss Ground Coler sum Sea 0 The Heartands CE | ===> wr 
= The Gambler LJ Tie Drover жюз [LT 
abie aher rou cong The ta = E Tie Canet EI 
7 Armie after you cpl the companion ac fishing wit Javier in Chapter 2. or rom the Bein " 
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FENCE SHOP LIST (CONTINUED) 


тем roce] UNLOCK CONDITION 
GENERAL STORES (CONTINUED) BARBERS стт == TT | 
кыбы: я = Bam Таа | S1625 | Cig | PROVISIONS 
CLOTHING (CONTINUED) ——— —— — Û ба loi end local hae d Таза Boa Horn Тава | 51675 | Dao 1 || Bate Bes [иш a | "e 
ш» Васа Ander inet | 52200 | Crating Legendary Buck Ar Canned Peas $076 fd. 
‘TUMBLEWEED ONLY BARBER SERVICES [777177808 $2050 | Caring Legendary Cougar Fang Moonshine CEJ | 
= = = — س‎ Coyote Feng Take | $2125 | Crating Legendary Coyote Fang al SATCHELS EXPLORATION 
[17717771 Сака tenta Eh Ане Tonics Sch eg: onward IONS 
LIT _ 31075] Honor Rank3 | 2 „CHIN STYLES. z Fox Claw Trinket T Crating: Legendary Fax Caw m: | Epilogue 1 onward Ғ 
[EDC | | тм Doska Fork Cha юз Шога Paw Trinket 1875 | Crating Uor's Paw [ Еро 1 onward WEAPONS 
The Dritter | $8875 | LLU май пана Er] Moose Antler Trinket $1900 | Crafting Legendary Moose Antler Provisions Satchel Epilogue 1 onward ITEMS 
Te antera [s | У A Facil ie FACIAL NAR SMES _ Panthers Ere Тава | S2500 | Crating Legenda Panter Eye | [ Muta Satchel Бони onward z 
CJ LL] Pronghorn Antier Trinket | $2450 | Crating Legendary Pronghorn Antler Valuables Satchel Epilogue 1 onward EXTRAS 
ARMADILLO ONLY = Е = с Ram Wor ket $1750 | Crating Legendary Вап Нап Legend d de pues DE 
Г m nache french Fr Well Heart Trinket $1600 | Crating Legendary Wall Hear | | at Satchel” ш 
‘OUTFITS TPRICET- AVAILABILITY | CoE pem mea ] e" 
Tie Blogger IE] Honor Rank EE 
TA EI Erection Heed из [77] 6 | Complete “Dear Unc cius On 
Ir ا‎ — emt = = Bud z: Camas Sack Mood FI] [ T 7 CONSUMABLES 
| The Scrapper = a E Left Parted Presidential жашта = Machete $10.00 | Complete Dear Uncle Tacitus” Chapt 
The madi ssa | Tet Pared Fade [7] es — EE KIT 6 TOOLS 
[I] m EQUIPMENT 
wisis 
: STABLES DOCTORS AREA 
BUTCHERS MILL LT Forked Dutchman Stables olera w of horse-elated items and services. You can also stop ata | There are two doctors in the game world one in Valentine and one in Saint Denis 
Swept Back Matese table to switch to a different mount when you own more than one, to rename them, or | All of the supplies they sell are unlocked from tho stan. DOCUMENTS 
Bien cn be fon Vine, San Moles Saint Denis Backwater a | | Set Fi [77] тене а lst saddle or your main horse is far away CRAFTING 
rumblowocd, They soll animal cus, which are used in many recipes. Ту wil also Top = 
buy the parts and carcasses you obtain while hunting. This can be a valuable sour MS CU MN STABLE ITEMS & SERVICES _ DOCTOR ITEMS COOKING 
RDA TAE rwa ia rs pa adim Ro рога red | | EEE [SS | Went ENELCPEENNLT с. 
rosa, 80 һи мин that you have exhaust al ble opportunis with Parm | | tea [815 | | Leg menor PROVISIONS BEDROS | REMEDY REMEDY CONTINUED) CRAFTING 
and the trapper before you sell such items. | SpmUWSSmS — | [71 [7] gm | | aa SE | Paes 
С I = SENILIS ENTE [ors Medicine SIS | Paten Made Toe 
BUTCHER PRODUCTS Natura [ 5050 | | Extra Ciean Shaven” [| юз Cat Padded Wool CEJ Kore Revver MEENET 
* Only avaviable aftar completing “A Fine Night of Debauchery” in Chapter 4. Oy om na) | Horse Stimulant 13150] | Snake OW 
Salted Beet 3150 [7] BLANKETS [Meath Cure | 259 | | Minde Tonic 
| n z Poen Hora Medicine 5m PROVISION 
11 "m - € T | Potent Horse Stimulant [3400 3100 
jer Cube Ro one | з Hae] ra 
[Mat Venison Met 555 E fran Heath Cure из EL) 
| Prime Boot Joint 3550 TONS CJ = == = 
Tere Pork in 1550 Hone Medicine [из] [Gute TITEL 
птен [am а | бош br ima in Sain Denti ony 
Horse Stimulant 5250 | | Diablo eS 
Potent Horse Medicne [юзю | [on cous [sew 3 
FENCES Potent Hone Sumulant 5400 | | Roanoke [nooo vo 
SERVICES O O Neo Rack 75 | 
Fences offer their wares and will purchase your ill-gotten goods after you complete | # The wagon fence at Emerald Ranch is unlocked along with the other fences. When Ноге Care Package 3500 | | Sitwiter | so 
The Spies of America" during Chaptor 2 In addition to the stock ist tad int you бейне a stolen coach, the barn wl open its doors frit and you wil recone a mpm SĘ | Гене [зз] BAIT & TACKLE 
accompanying table, thore ar also the following two special serves Payment as a reward SGH: [77] sz 
ЗААНА The Bat and Tackle shop is а unique store fund in Logras, on the swamp's cost shor. 
+ Tho horse fence just north of Clemens Point becomes available after you complete DIU г рова | ts owner wit sel you assorted consumables, as well as a large range of fishing gear 
Horse Flesh lor Dinner” during Chapter 3 You can delve ilegali- sourced mount Jose Мова змі берет, 5500 Una, Hum 
Í here for cash payments. Lumley Ranch Cutter (Stoch) $4500 = | | BAIT AND TACKLE 
EENCESHORLIST Lumley Ranch Cuter improved) | 57500 MAE | 
ЕМ UNLOCK CONDITION ITEM. PRICE UNLOCK CONDITION Knelier Dakota (Stock) $4300 | тем one INLOC 
WEAPONS DOCUMENTS CONTINUED [ST 5720 | | pr |. | |. шш 
| Dynamite 3138 [ Complete "Who the Nal is Leo Coa" Chg] Special Snake 04 Pamphlet | S68 50 | Complete `Ателсап Datos" [Capia 3 Stenger Roping (Stock) wm) m  — Е | onem Ir E: 
| Hatchet $4.25 | Completa "Dear Uncle Tacitus" (Chapter S| ‘Special Tonic Pamphlet — | 35850 | Complete "A Short Walk n Pty Town (Chapter 3) Senge Raping improves) sram | EU — — Онан Оаа ию | | 
[ Fr вине 3075 | Complete e Fine Joys ol Tobacco” Chopard) | Here Mel Pamper | $5500 | Complete "Porn Fr OT {Chapter 2 Gerdes Тай Ste -jE WM cs | 
Tag tas | 23 [coe ga шыга Ceu Noe Oy Pp | Cr A eter uir Gem ааваа — [mm | мем! 1080) | шише Тиш] | 
| | и | [ET ue пе Revver ET] 
[Tomahawk $400 | Complete "Americans at Rest” Chapter 21 Volatile Fire Botte $7600 | Complete “Poung Forth Or (Chapter 2) Lumley MeCielland (Stock) | $4200 > | tene e гт! 
ا وسم‎ | Е - | Lie Nation Ingo 700 | lt d [ese Sim | s250 | 
= san [ тө dart by a zaa map fs Masia Tine = S ре Унт Cocaine Gum эю] 
Dynamite Arrow Pamphlet Compte "A Shart Walk in Prony Town” (Chapt 3) || Ж НЫЙ Gang Mag! — | 5100 | poge i96 | Gerdes Wero (Soc SUN mms | Tast 
[Toming nata — = igh Sates Treasure Endesa ke Ina Barres care Geren Vaquero (improved) Î S8500 | | func tene neice | 5200 | 
= Complete “Eastward Bound (Chapter 1) Map 1 51.00 | res wth taking the ma OBN EET | Poent Hore Simon | $400 | 
| всем Buckshot | sag oo | Coro “Pouring For Or (Done ] ш Made Оиз łom $825. | 1 Di 
| Pamphlet i Herbivore Baie = Pine ‘Dally’ Hora 750] [OuewSáme | $2475 || | || Herbivore Bait Jes] 
[Eeen Anew opt 0 Gegen tate бри! r= —— asa sum ДЕ Sy — [sum T 5200 | 
ершн wod ie _ ssp | complete “Pouring Fh O (Chapter 2) [717] "Sud Dall Hom — 51225) | Tapaderes Stirrup 53250. | Cover Scent Lotion $125 | 
Explosive Slug Pamphlet | $8000 | Cones A Sort Wain Pty Twn (opt || Gun ou Brass Eagle Hern iays | [Se Sip SEs) rra $230 | Complete "A Fisher of Mer” Chapter Z1 | 
E Potent Snake бй Aspen ‘Duck Bi Horn | River Lure. $250 | Complete "A Fisher of Мет Саре 
lz 56500 | Complete “Pouring Forth Oi (Chapter 2 r Meier [5850 | | || same ure $250 | Complete "A Fisher of Mer Chapter 2 
[тин = | si этет erem Don OWEJ | Np Tool Temen [dormido CT sug] | || tm ciseu EE EE 
ci оза Saloni Com Hor | x 
[c 565.00 | Complete "Pouring Forth Of (Chapter 2 WU MEE Caton: Sive Chem Bracelet Quartz Chunk Legend Sud Hin Con ha | s] | |} | i - 
| Special Heath Cur Бек Cn Aspen Thick Neck Hore З | Te Worms S050 | Complete A Fisher ol Мет Chapter 2) | 
|| Con ten Dan ere oar Tk Toman 10 | ag old Gron Ceat eed Wooa, Legendary Bach Torquemada Нот ут rn $025 | Cip Mar 
| H + RA سے‎ Lr] IBI" Take Lu T "Ash (Stranger Mi 
| Special Bites Pamph | $5500 | Complete “Eastward Bound (Chapter 1) = saso | Cafes Abalone Shel Fagen Siar Eri Redemption ‘Siedewinder Horn | | |{ Seecit tate tore ‘ager “A Fisher (Sanger 
| SsecslMideTone | уш | Compute А Shor Walk Pretty Town (Capt 3 Legendary Baon Horn | Maple Torquemada' Hom 51725 | as Special River Lure Trigger “A Fisher ol ish Stranger Mission) | 
EH st amet А Short Walk in Pret Tor (Chapter 3 Raven Claw Talisman _ | $2800 | Crafting: O Brass Compass ich Wide Belly Horn | | [Î Speci Samp ture — | 52100 | Trager "A Fisher of Fak (Skaner Mien 


EET 
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TAILORS 


There are two tailors in the game work: one in Saint Denis and another in Blackwater These give you acces to а vast selection of clothes, all available immediately Tailors also 
enable you to choose pieces from your personal wardrobe, and to decide which outfits you store on your saddle 
TAILORS 
TEM T PRICE | TEXTURES TEM PRICE | TEXTURES тем PRICE | TEXTURES 
mg 5 HATS (CONTINUED) | SHIRTS (CONTINUED) z 
iting Boots | | Saker ae MNT 5 Trench Dress Si ms] s 
Энде Riding Boots Stovepipe Top Hat [seo [8 | | Sta Cota Own зю | s 
[Tornado Bos | [lam Strip Tp Hat 31375 | 10 || Union Sut suj s 
[Mitary Scout Hat AGESSORES 
[ Button Low Shoes шш i DC ss] n | 
| rath’ Boots || tata пало Gloves Гем 7 
| Worn u Cap Cava Gloves ma] 6 
| [ For cap Pi Te Er] 
| Westar a Dress Te ms| w 
Ойдан Boots | Bowie Ht Mol oce Hal Clos зиз | w 
Deluxe Quickdraw Boot T Paragon Town at Toned Half Chaps sem w 
Plated Оин Boots | [Hah сона Bowler Hat arie Spurs sus 
| вась 550 
Old Wes Boots | Greer Hat sm] 7 
Grinder Boats _ || ated Derby Hat Koeller Spurs CEJ EE SD 
|| Gminy Boots | esa Bom het I Koeler Ван Spurs Газ [ s 
Clase Preacher's ons | [Dey Hat Stenger Spurs [ms] —5 
English Peaches Boots {Crusher на Stenger Dele Spurs [mo] 6 
Сін Roper Boots ] Pans Wtem ве Spurs [эю] э 
Hunting Foe Boots | Wo Pan Ss | 35 || Westen Dette Spurs m5] 6 
Dese Relentless Boots || зева ELLER] Vaquero Spurs m E 
| ЕП | Padded Saddle Work Pants $825 3 Cotton Suspenders [ sus = 
Dose Cort TE — | Sette work Panis [5| Mu — || tenter Spent [me | э 
Clase Tal Con i030 | 3 || Seite en зю | т 
| | ssa | — 6 — || heri ын ню | s 
Seon chet | sors | 9 || Cate Town Rts ves ] 
Worse Cnt зиз | —1.—] [ow Pis [77171 mul a 
Shotgun cout [тю | в | fener Pam Taina! Vet зв |е 
Rambler Jachet 3 1] za 
| - Бә Panman Vet js] w 
by Hat шиш |7777 = 
[үл I EE Opulent Ven moj ч 
SAINT DENIS ONLY BLACKWATER ONLY 
EX 'UNLOCK REQUIREMENT ‘OUTFIT 'UNLOCK REQUIREMENT 
| Tie Coron EH one Rank 3 The Melon 7 8108251 Honor Pan) 
тм Saint Der 39075 The Josiah [зиз | 
The Denvie 191900 For Pun The Famer [sez] Hora fur 
te Bretagne 31000 The Donegal [xd 
TRAPPER 
Tte trappers based in Saint Denis, but he also has four sal in the wilderness (see the map on page 324 In addition to his shop inventory. he offers crafting services that enable 
you to obtain al sorts of spec clothes. hc proces s simple prone him the required animal parts. pay the assocatd pice, and the trapper wall craft th ресе m question for You 
'UNLOCK CONDITION 
| mrs ——À —— mam mami IC HN EEG 
| Cover Scent toon ‘Moose Bwin Chaps [$1000 | Crating. Pertect Mone et 
IT [Fit Sg ep | SS00 | Cat td | 
iere Se | so | cator pede tia 
erste 3080 | Gg fg aC apr ees Sa = 
ка $4.0 | Complete "The Fist Sal Be Last” (Cape CEJ Д e 
BOOTS ie $2400 | Сайр унду Wat Ра. ева сои нае || 
| Tagen Mone Moccasin | $2200 | ring Loga Mons ek Pueri Gow We Bul Fringed Shotgun Chaps | 5180 | Cling Poe Bul de 
mocz 51700 | Gain ња Buck Put Ox Fringed Shotgun Chaps | S1500 | Crating Pct Ox Hide FE I 
jade | EO apea Lagonda Ram Bat ууш Сана Legendary Ra ie 
b Bull Fowler Bonis 53100 | Crating: Perfect Ox Hite, Poet Boar Pet ed ed Le 
Womar Pride Bots 528.00 | uin Frat Сон ie, Pere Goat ide E WELL 
Lagoon Ek Mocca | S3000 | Crating gene E Pak, rer Git ie inst ene | Cag TER 
Leona Boar Roper | 53000 | Cain Legendary Bear Ры Prec Bull Wide Ll 000 | Сен ые Моне 
| Legendary Fox Moccasins | $4000 | Cain eect Eh Polt Legendary Fon Pet тетра ot | ТЮ a Pate Penge e 
Legendary Вн Bison sp | fi Lae Bos Pot peyton Ны Caps зо Gig es Cer Pa Po 
| Legendary Aligator Fowlers | 53500 | Crating: Legendary Aligator Skin Da pem E Ep E 
[ Skunk Tapper Boots | $3800 | Сапин Pelect Skink Pek 2 TE 7 Haa oom 
| Bull Fowler Boots 52500 | Cafing Perfect Bor Pe. Рейес Bull Hide Legendary Corse Hal Саре S00. est ee Pe 
[сесини Ыгы Pay Pa EEE ааа TUER | Eee TTT) 
| Batning haps 51209 | Giną Poe Deer Pa xL ETIp IT 
| Ek Fringe Shotgun Chaps | 5210 | Cati Pec Ek Pek am Shotgun Coat $4500 | Crating: Pret am Hee 12 | 


TRAPPER SHOP LIST (CONTINUED) 


Sheepskin Vest | sanon | Cats Pec Sheep de 2 1] 
Got rin Po et iD TREES | oe a e ЕЯ. 
Jacket s Crating: Legends pose Pelt, Perfect Wolf PR Legendary Buck Vest ‘$26.00 | Crafting: Legendary Buck Pelt, Perfect Ram Hide 
мө Балаа Jacket | 52100 | Сайа Рейес Caw Hide Polea Bomer Pota? | | Legendary Bion Vest — | $30.0 | Crating Legendary Taria Bison Pe 
HE No-Man's Vest $27.00 | Crafting. Perfect Panther Pelt Perfect Goat Hide 


‘Badger Rieman Gies | 51000 телес Badge Pet _ 


Elk Riding Gloves 1 1200 Perfect Elk Pet 
Boor ig Gives | 5150 | Cof ofe вы ти Ries Ri Pa 
[шит fura sano | Copy ex rer 
CLE Taped ма РА ager Fox Ма 
Е $7000 | Gut ону Buc РА Le Fx 


Legendary Beaver Pe 


Legendary Beaver йү | syg 00 
Groves 


Legendary Panter Range | sy legendary Panther Pent Perfect Gla Monster 
Gloves | soo 


Legendary Cougar Pet, Pertect Bou Pet 


Legendary Cougar Ridin 
[maid sz000 


Ua Perec Talara Peccary Pig Pat Prec iguana 


[IT ESTE: 
Ramón m _ | 51700 Саба Legendary Pronghorn Hide, Pret Maska Pelt 


Moose Range Gloves 
Legendary Ram Reman 
Gloves 


Ом Pedeci Moose Pelt 


Сапер Legendary Ram Hie, Рельс Boar Pett 


Зане Skin Cavalry Glover 
Winter Carly Gloves 


Crating Perec Bou Fe Perec Sake a 
Crafting Porec Rabbit Peit. Pre Muskrat Pa 
HATS 


Stoner Accessory [51300] Gating: Loon Fer 2 Cone Ferho, Raven Foner E. 
‘Scavenger Accessory | $1100 | Сати Vultura Feather Seog Feather 

pe enum эне | Gang Мат Fehr Sparow feathers, atr 
cS suo | Gaia, ыу Fn: бейи өнүп eter Bi 
Huntsman Accessory __ | $1000 Санд Рейес Bow Pei, Hawk Fath Gan Fendi d 
lE FS 13, Duck Feather, Chicken 
Rococo Accessory S1500 | Crating Crow Feather d. Cordina Feather Z 

Glorious Accessory | $1000 | Cofteg Oriole Ренне Woodpecker Feather 
Pene Accessory | $1300 | Crating Engle Feather 12 Pigeon Feuer 12 
Apu Сапе Rooster Feather 14 Woodpeche Feather d 


nibo Feather 2 
Homestead Accessory 
Judicious Accessory 

Plantation Slouch Hat 


жеп Feather Goose Feather x] 


| Gating o 
Cation Pre 
Crating Perec Ваза Pet 

Gang Рибна Raccoon Pet Pertec Beaver et Hawt 

| femen: 


m Feather O Feather 


Raccoon Mountain Hat 


Huntsman Vest 


The Rattler 
The Bear Hunter 
The Trophy Buck. 


The Dreamcatcher 
The Beast ol Prey 
The Huntsman 

The Death Roll 

The Stalker 

The Ghost Bison 
The Marauder 

The Bounty Hunter 
The Desperado 

The Drier 

The Mountain Man 
The Night Wrangler 
The Bronco Buster 


Retiesnoke Vaquero 
сиве 


Созум McClelland Saddle 
Boor Mother Haber Saddle 
Anator Ranch Cute Sade 
Ben Dakota Sade 

Beaver Roping Sade 
Panther Тай Sale 


explorer Bandoler. 
Gambler Bandolier 
Herbalist Bandolier 
Master Hunter Bandolier 
Morseman Bandolier 
pó 
Sharpshooter Bandolier 


52500 | Gating Potop Ho Po Da I 
Г 


ın al pieces that each otf made of to unlock it 
азе, вз shown in the shop's Garment пепо 


Sons 
$120.00 | Crafting Perfect Snake Skin x10 
[SOG | бане ere qe 
T 000 [ci Pertec Bow 
5100] бийи Pe quor Si 
S8 | Cig Pes tr 
S600 ting Pact an А 
ot Cag Poe Parine Pr 
талмап 


53475 | аром Chatanga fani 
[82100 | Gambler Challenge: Rank 3 
| 83025 | Morals Change: Rank 10 


5 | a Нине Оше Park S 
51775 | Horseman Cage Вий? 
[sts | Banat Оон Rak 

00 | Spore Ове Кий 


"Сет Gamblers Wat — | SEO | Crating Perte Соар _ Sura Bandolier 
Grenadier Hat | szeoo | Cati Pret Musa Pot Pci Beaver Pek Weapons Fapet Bandoher 
Legendary Bear Head at. | $4000 | Crating Lagendo Ber Peh Борн Gun Bet 
Legendary Wise Bison ни 51500 + Mite Bocca Gambier Gun Bet 
| Metalist Gun Bet 
EM Pop Hat Gang Pete Ek Pot кабын 
| вон Fog Hat | s1200 | cating Pereca Pronghorn tade. Reet Gom Hie — | Master emer Gent 
тышына а 
ZE Sharpshooter Gun Ber 
Crating; Legendary Aligator Skin, Pci Snake Slin id | | survivalist Gon Bak 
бали Legendary Coot Pet Eagle Feather id Weapons Laert Gun Belt 
aloe Holster 
ating Leger Ram нае Fond 


Gaong Pec abi Par ric Muskrat Pk 


Dating Perec Bever Pet 


Herbalist Holster 


32725 | Surat Challenge: Rank 7 
17.00 | 
53125 | Explorer Challenge: Rank 7 
$1875 | Gambler Challange: Ron 7 
521.25 | Herbalist Change ark 
| S2200 | Master Hunter Challenge. Rank 7 
$16.00 | Horseman Challenge Rank 1 
131850 | Вин Chatenge Rank 10 
51800 | 9 
$2450 | Surviualst Challenge: Rank 1 
T1525 | Weapons Exper Chatenge: Aar 
| S2525 | Explorer Challenge: Rank 1 
1825 | Gambler Challenge Rank T 
$2200 | неәйи Challenge Rank 7 


варота Expert Challenge: Rank 10 


arpshooter Challenge Rank 10 


Master Hunter Holster 
Horseman Holter 


1800 | Mair Нин Calg. Rak T 
$130 | Horseman Chalenge Rant 3 


For Mountain Hat ng: Perfect Fox feit Bandit Holster $16.00 | Bandit Challenge: Rank 3 
Shuck Моло Hat бэл Pret Bur et Sharpshooter Holster | 51475 | Sharpshooter Chalenge rk 
Bear Grenadier Hat afin] Pret Bac Bear et Savvis Holster 31875 | Sos Cullen Rank 10 ] 
Squirrel Flat Cap Perfect Squirrel Pel. ‘Weapons Expert Holster | $12.25 | Weapons Expert Challenge: Rank 1 il 
Rat Пи Cap Feet Rat xd Бороне and Holster | 52525 | ро Chalerge: Rank 10 | 
Snake Buldog Hat | Perec Sheep Hide, Рева Sake | | Gambler Of Hand Holster | $1525 | Gole Challenge Rank 10 | 
Iguana Big Valley Hat $1400 Perfect Cow Hide. Perfect Iguana Skin Herbalist Off-Hand Holster 522 00. | Hat Challenge: Rank 1 ] 
(ła Monster Gamblers Hat | 51600 Peet EP le Gla аы З | | Mamur Hort Herd | sum пала Oy Por T | 
Pronghorn Flop Hat J Perfect Pronghorn Hide, Prec Opossum Per, Mitt ur ua 
вагы. = ZY Horseman OF Hand ost 51300 | Horseman Galen Rant 10 | 
Fer et Px Res emer c “Bandit ОН Нит Mater S16 00 | Barc Cratenge Aant 7 
sse "imd ord 3 StarpshocterOf-Hand | 51475 | sharpshooter Challenge: Rank 7 
HE E — MT | 
at astry Hardee Hat _ | 51700 | Ching Pedec Gant ide, Prec Rat Fel rM 
Legendary Со t] = [> 2 inae 31875 | Survivelist Challenge: Rank 3 
ge ер Hat | 51900 | Casting Legendary Cougar Pet Turkey Feather iZ | Weimar | 
Legendary Bee Бар Ht 52200 | Cea Lander Бопе Fe, Legendary Bon ek, — || Weapons Expert ON-Hand | 4225 | Weser Exper Chaerge Rank 7 | 
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COOKING 


SHOP LISTS 6 
CRAFTING 


.. EXTRAS 


This chapter is home to a variety of trials, trivia and titillation nol covered 
elsewhere, including secrets, Achievements and Trophies, and advice on working 
towards Total Completion. 


SPOILER WARNING! 
Even though the following pages do not feature careless plot revelations, some of 
the topics discussed are linked to important story events. If you are sensitive to 
spoilers, we strongly suggest that you first reach the game's Epilogue ~ and, better 
still, complete it — before reading any further. 
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EXTRAS 


TROPHIES & ACHIEVEMENTS 


Red Dead Redemption 2's collection of Trophies and Achievements offers a rich blen 


MAIN STORY ACCOLADES 


ڪڪ 


Back in the Mud 


Just a Scratch 


To Grooner Pastures 


Settling Feuds 


Washed Ashore 


No Traitors 


Third Time Lucky 


Redomption 


Cowboy Builder 


Endless Summor 


Lending a Hand 


Gold Rush 


TROPHY 


Bronze 


Bronze 


Bronze 


Bronze 


Bronze 


Bronze 


Bronze 


Siver 


Bronze 


Gold 


Siver 


Siver 


f story and gameplay milestones. 


m 


2 


2 
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» 
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UNLOCK CONDITION 


Complete Chapter 1 


Complete “Enter, Pursued by a Memory" (Chapter 1 


Complete Chapter 2 


Complete Chapter 3. 


Completo Chaptor 4 


Complete Chapte 


Complete "Goodbye, Dear Friend” (Chapter б). 


Completo "Red Dead Redemption" (С 


[1 


Complete "A New Jerusalem” Epilogue 2) 


Complete Epilogue 2. 
Complete all optional honor missions 


= "We Loved Once and True - | to i 
‘Good, Honest, Snake Oi 

The Course of True Love - | to V 

му Lending and Other Sins - | to VI 
a Brother Out" 

"Brothers and Sisters, One and Al 

Fatherhood and Other Dreams” - | û I 

‘Do Not Seek Absolution — | ê II 

‘Archeology for Baginners 

"Honor, Amongst Thieves 

Mis Sadie Adler, Widow - 18 II 


AIL of these are cove 


in our Missions chapter. 


Earn 70 gold med: 
(see page 30) 


н. You will ind guidan« 


n securing gold medals in our dedicated chapter 


sin story mi 


TROPHY 


UNLOCK CONDITION 


ETHER TR TT um мы ot te 
We al Find a permanent home for the squirrel statue (see box-out on the right-hand page) after fishing 
= imo Gone ay one of he sins hal ee vou to ater spec 
| Complete five item requests for fellow gang members. Find out more about these activities on page 145. 
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PRIMER 
| missions 
EXPLORATION 
ATLAS 
EXPLORATION & SPECIAL FEAT ACCOLADES- — = : A 
TROPHY UNLOCK CONDITION ] mts 
1 should accomplish this naturally as you explore the word and advance the main р EXTRAS 
Toke From the Rich | Воле ави ао то пои оозана (LEI аса MOM NI ом гесе t EM 
E INDEX 
ae qu | Donate $250 to the gang's tithing box, which is available next to the edger at camp. Must be completed prior 
2 ta "Banking, the OM American Ant” in Chapter & 
| TROPHIES в 
ACHIEVEMENTS 
Pony Up Brome 10 | Spend $5,000 across all shops. This should happen naturally as you progress through the game TOTAL 
| COMPLETION 
Reach maximum or minimum honor level rank 8 or rank, respectively) Ths can only be achieved aher — 
Bion Foetal a Мегой Departed” (Chapter 5) We detail all actions that affect your honor on page 170. Note ZEM 
Y d Y 6 has a 1 5% multiplier for honor gains and losses, so sa good tme ta work towards hs CHECKUŚTE 
accomplishment f you need to make meaningful progress 
Survive tree days holding a bounty ol $280 п all states This includes the state of New Austin, only POINTS OF 
k 92 gp | valle from Epilogue Y onward You should ind t easier to achieve this by staying out of towns and | INTEREST 
ы Bronie | 20 | away from we traveled roads, Turn to page 174 for a complete presentation of the wanted and bounty 
ems UNIOUE 
COLLECTIBLES 
p Bro 20 | Find the graves ofeach of your fallon companions. Soe page 346 for help but be wary of spoilers il " 
Paving Respects | Brome | 20 | you have yer to complete the game's Epilogue, Wn» 
| POISONOUS 
TRAIL 
M Sufficient Brome | 10 | Cratt any 30 unique items. We cover crafting in our Items chapter on page 320. 
" 3 J bdo SECRETS 
Skin Deep Bronze | 30 | Skin every species of animal. A full ist of animals, along with their habitats, is available on page 149, 
Study every animal across al stats. Use ры master lt of animals and thoir habitats on page 149 
Zoologist Bronze | 20 | You can study an animal by holding RD / ® either while in close proximity or through a scope or 
binoculars 
"КММ THIS Big! | Bronze | 20 | Catch ash weighing at least 16. Consult our coverage of ish varieties nd fishing spots on page 163 
delen ds ed Upgrade each available component lor a single sidearm or longarm weapon You wil find a complete 
Locked and Loaded | Bronze | 10 | ge to weapon customization on page 288. 
Survive 1B bear attacks and kil the bear each ume To ind these beasts, reler to our habitat maps on 
sowed boar’ a 50 Ths requies you to be таре by the animal and shoot t during the struggle For optima! 
LL e Ы make sure you have а powerful weapon equipped ideally wth specialized ammunition) before 
wach struggle begins. 
Trusty Steed Bronze | 10 | Reach bonding level 4 with a horse. We cover this topic on page 140 
| 
Legend of the West | Platinum PS4 Опус Obtain all other Trophies, 


IT'S AR 


Obtaining the "It's Art” accolade requires you to complete a secret minigame, which is unlocked at Beecher's Hope once you meet 
the following two conditions: 

Complete Epilogue 2 

Receive the statue from Ms Hobbs at the end of “A Better World, A New Friend" (see page 212) 
At that point you can proudly display the statue on a shelf above the living room's mantelpiece. Someone else, however, will be 


rather less impressed with your taste in decoration. On a subsequent visit to the house, you may find the statue has been moved. 
Your goal is then to retrieve it and retur it to its rightful place as many times as it will take for others to appreciate art. 
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TOTAL COMPLETION COMPENDIUM (CONTINUED) 
Toese ron Ran meras Sache [ае [андан tone 


z = PET [TD Seg p | werten ris Dueh Warmblood 
Australian Shepherd Rocky Mountain Bighom Ram. ones Satchel Sockeve Salmon Hungarian Halfbred PRIMER 
Siostra Rocky Moura Bighorn Sheep gen ot he Est etched Legendary Beg Kentucky Saddler MISSIONS 
You can find out where you stand in your progress towards 100% completion in the Progress section of the pause menu. The following table offers a Bs Coonhound [Bice cika E Legendary Chain Pickerel ERES 
breakdown of all requirements, along with page references that will help you to find the guidance you might need for each accomplishment. Border Ce Nth Anencan Raccoon Prossons Sache Legendary Bullhead Cati Moan EXPLORATION 
Cable C Bik a i Too ata Legendary Ren Peer [7777 n 
Drecpese Bay Ree Brown far Bor Tu Talsman Legendary Rock Bass Г 
MISSIONS AND EVENTS | COMPENDIUM CONTINUED) "— [T Вен Caw Tasman Legendary Perch Suton Punch ir 
тозе [777177 Tatanka Bison Hon Tle Legendary Lake Surge Tennessee Wolker 
| Complete the 107 missions required to finish the main story 30 Discover 10 fish species 163 Mer == Ex (tere Tt ite лет Тонне — > mus 
Complete 10 stranger mission strands 186 || Discover all gangs в T7 TT Legend Sse Tant LI INDEX 
| = = = = Standard Donkey ug Gu | Fer ang Trier Legendary Стон Corton | _ WEAPONS ISH PAGE л | 
Complete five bounty hunter missions 184 Discover 10 horse breeds 136 Mallard Duck [7T TI ote Fang Trinket Legendary Longnose Gar Cattleman Revolver 
Have 25 chance encounters. 223 Discover 20 plant spo 302 — HT — Be Mult г 1—3 |_| rangers Пек 
Зе Suri Claw Tnt Legendary Northern Pike aces Revier TROPHIES & 
ng ambush 218 Discover 48 weapons 292 EETA Tw TI Legendary Sockey Salmon | Soles апета Revolver ACHIEVEMENTS 
Clear out al gang hideouts 28 PUNER 1 Rainbow Boa Sie ом Fenber rk GANGS (SEE PAGE 21) Double Acton Revolver e 
ete get Sungiow Box Ste Prong Hor Tort Lemoyne Raden Agenoris Rehr COMPLETION 
COLLECTABLES Reach maximum health, stamina and Dead Eye 167 Soy Eg [ Darandsock farei T Ten Hor nt reco Boys | ia Revver 
Find one point ol interest 338 || Achieve level 4 bonding with your horse 140 [пози notan Bae || |fwdelaeświm _ |_| agi Toto amar” The More Brood | serene Reha | | COMPENDIUM 
acy Mona Cow EN ГЕОЛ Aen бән Taisan The Sine Bote Саон: Веит а ZA 
| Find the nine graves of your fallen companions 346 || Complete al challenges. 12 Amencan Red Fox | Tiber биле [iguana Sce iat Ths venis Gag [гон Miles ever CE 
I Amencan Gray Fox ‘Northern Copperhead Snake Wolf Heart Trinket Del Lobos Volcanic Pistol POINTS OF 
Collect a completo set of cigarette cards 199 MISCELLANEOUS | | | 
| t Sher fon Suter Copperhead Snake ions Paw Tet [тле юл В" INTEREST 
| Complete "A Test of Fat | 39 || Discover 5 shacks | 338 Banded Gin Monier | | | Matana Water Soave | | | Panter Eve Tt uan бизе |Mowep — | | uNIQUE 
| Completo "A Fisher ol Fish 164 || Kill5 legendary animals 162 Ape бон | Cotonnou бше | Band Bonde | мето Ginseng Midnight's Pil COLLECTIBLES 
Canada Goose Noter Water Sok Borat Gun Get T Bay воме Carne Repeater 
|. Completo "Duchosses and Other Animals” 206 Play each table game onc 220 кетууго Hawk | Scar Tanager боодон [Bandi Hols [Blackberry Тыкан мони EVENT AREAS. 
Completa "Geology for Beginners 21) || Interact with 5 special characters 228 obi ink | zi ETE LT AL POISONOUS 
| | |} 71771 opor Bande T Burdock Roo Varmint Me TRAIL 
| Complete "A Better World, A New Friend" 212. Take a bath (available in hotels) 166 | Amencan Te Sparrow | Explorer Gun Bat КОТ Spring Rite 
| Ircolored Heron | Golden Crowned Sparrow | рю нови | Common Bulrush | Bolt Acton Rite SECRETS 
Complete a treasure hunt chain 196 || See a show — lor example, in the pavilion near Valentine's stable С u | 
| ao | ا“‎ Desert uaa T amaran Sot pore Otard ltr [mening Tyme Aang Blok ita 
Find all 20 dreameatchers 212 || See a live performance at the Théatre Raleu in Saint Denis - Gest рана Wesen Сат Soul Gente Bande | Desen Sape Tare ling Bock il 
COMPENDIUM ]| Craft one recipe from six different category types (a cooked Сеше Peccary | Back Squirrel | Gambier Gun Bat English Mace | Carcano Rite 
| meal, a tonic, an ammunition type, a hunting item, a horse care | 320 Connon Lon | Western load | Gamble Нав Evergreen Hucie Saved Sho 
| Discover 50 animals by studying them | M6 || item and a throwable weapon] Prote ue | Sonoran Deer Toad | Gambier OF. Mond olor Golden Cant Doub Bad Shotgun 
SROKA Complete a hama robbery еру a A RÓ GA Velo bd Lon Eastern Wid Tey baist Bandoler Humming Sage Гане Shogun 
Discover 10 equipment heres m a train robbery 178 Bul Moose Ro Grande Wi | Herbalist Gun But Indian Tobacco Pump-Action Shotgun. 
== — on Moos ‘Alga Sra Herat Holter Маем Semi-Auto Sho 
Mie | tester Tukey vetu | att Or and Deande Sage E 


TT | ween Tey | neman rii бера Ган 
pp] s Nona Ga В Pansa Non Unarmed 
ended role [ine Wat enar нава Pre Pp fre bal 
Cain Hrd Oo [need Wiper үт fan's Hed [Feat 
pepeers u мали нини Gun Bel Pes Sage Wit Dana 
Deest [Rope tma [Mas нити Ordi] || Veit tow унине! hei Fal 
[77 Leny We n 177 ES Toson rowing Kl 
Fania Pr day Mai Bac Starter Gun Bat тт toruń 
[T T apanan mowr IET haser неме 2177 
Bin nd tow Ncw | | иени uc Sheps Onda | |_| Vinge ay Honig Tao 
Goa Ge sce Sema Bur [көн есен ова 
3r | serait tan] | mum | [om 
TL | Seis ot [сө бале Mache 
| Bown Pea = | rit nnd Ha | |_| Comat Oc Bron Pa Świ 
Mens Weapon Сое eni Dego Meu Gc ein Kale 
iy Gags ator || [Wesen pat Gun Bat [nt Oc zur 


pie Ni Weapons Eger | | | Layo he Man Od [nie 


T == [TT‏ کے 
"EL PAGE Моав Poner GEN] | | Jawbone kile‏ 
You can access the compendium from the Progress section of the pause menu. This is a very handy tool that tracks what you have discovered in the oa oa RU ae zone‏ 
ti Pan IET | nit Sets Oren | Wide de xni‏ 
world so far. The following lists detail all entries in each category, with page references that link to relevant sections of this guide. Rack Pigeon | ‘Chain Picharel | Queen's Orchid | Orate Dagger‏ 
aia Ops вант | peta пасе | Rer Oc ниде‏ 
COMPENDIUM “American Pronghorn Bock Fishing Rod ECE ERÍNE 77171771 | Hewing Hatchet _‏ 
омма jste maceta С [TIT [eam Tw Gawor e || | Безе | Smotmou Base Spi Oh Sore nc‏ [ 
үт (Т | Ганина вата [Linn aides Ponda Ci Cow Sonoran Prom Buck Oe Laren | Blea Caen rg Hath‏ 
American Mls al Wi Bar [Teter Cre ar Calle ley Coi MIT cm Гаа [7173‏ 
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If you need to keep track of what missions and activities you have yet to complete, the following checklists will help, pointing you directly to the relevant | MISSIONS 
sections of this guide with page references. EXPLORATION 
STORY MISSIONS СКОНЕ = AE 
MISSION ET TS dM MISSION race | wes 
Caper per Соттон Chapter 6 (Continued mems 
Die om e Wet [31 | | Bisse ete Racers 877] | Te aig ofan Hom $ 
Fuel by a Memory A Sto Wan a Prey Tow 70| [The Bridge to Nowhere EXTRAS 
ent nd Mode т t Unleashed INDEX 
T ТРЕТ TI] | Archeology њи юз 
Who me el Leto Corea | [777] Honor Amongst Tiere 
PUT OTTO |_| | meet ot Conversation 
кт: fagi sat n m m | TROPHIES 6 
TT 35 | | Hepa te Out EE ACHIEVEMENTS 
Arcs ni [п _] [eo ant Ses One and A The Kg s Sor TOTAL 
We is Not witha 5 [Fated nd Omer Dreams л | | Mr Sie Ar Widow TOT COMPLETION 
hal be Last Na. No and Tie No з | [Meas bov 
Paing a Social Cal ] % | | Our Bes ET COMPENDIUM 
Money Lending and Or ST Tos 7% —] [Rei ead Retenir CHECKLISTS 
5 = ji = [771] 
ya Brose Pent Wied POINTS OF 
Bened ae the Мен! E == Seg Pee INTEREST 
Revenge isa Do Ber a Farming, eger mm 
American Fathers 161 Fatherhood. or Begone COLLECTIBLES 
TI T [ Bnin the Ou Americ | [ov habs 
Pot fora 0-0 [77H m Mion Ries gai EVENT AREAS. 
Aa ест Pal Заке Wee io e New Wort | [темой PORTS 
Auer ol Me [52] зориулна 88 | | Mattos TRAIL 
The Shee nd De Gs SI | [And ani Benevolent Despar 89 | | Grol Employment 
[sa [Het it No fury 39 | | e олон Cassa ve ote Ger? SECRETS 
Parade Mech берите " Epilogue? 
E 7] [Dew Unc Totus Err Lm 
a E] 32 | | An Honest Dar'a br = 
T Ls 3 Thome improvement Berne 126 
TEMAT 9 EMI The To Bor 126 
berti New Rit E {777777 | [Aer user [om 
нозе Fe to Dew [© _| [cas nt end AO fort [oar 
Tha Fine Joy of Tobe [os] [ting nonr nci Bat Day |128 
Марста о Spor G4] | deta See Са LTD 18 
frenis n Very Low Races [ts] [nemo Sen ation гапт A Realy б ван [us 
An Honest Меше | & | | OI Men and Ange A New Future Imagined [mo 
JETTA [et] [The Coure ot welon WY c | mua = 
Soden? Bact to Gomorah [87] [Weser Leng and One Sims = WE WI [I 


ROBBERIES STRANGER MISSIONS SPECIAL COLLECTIBLES 


MISSION PAGE NAME С” PAGE NAME PAGE 


ETT CITED | 
Aden #1 to 63 Oh, Brother — Ito M Exotics 'Duchesses and Other Animals”) | 
Jace =| No Good Deet _ р. 1 
| = AE i 
1 OTHER ACTIVITIES .. . .— 
Sos 
alam and Pragmatism - o ЕС -3 Gursingrs 192 
| 27 3 
o E =a s 
L= [e is 
m) î Companion Activitie | ш 
Tai Gn [m 
Chance Encounters | us 
экш Den [m 
182 Points af Interest | 336 


337 


POINTS OF INTEREST & SHACKS 


© Points of Interest: There are 46 "sketchable" sites 
and structures that you can discover throughout the 
world. When you are within sufficient proximity to. 
these locations, an onscreen prompt will invite you 
to hold @/@ to inspect them. This triggers a short 
scene where your character draws a sketch of the 
landmark in question in his journal, sometimes with 
accompanying nates. You need to find at least one of 
these points of interest to meet the corresponding 
Total Completion requirement 


@Shacks: Similarly, multiple shacks and cabins 
can be found throughout the wilderness. These may 


initially seem like unremarkable lodgings, yet each 
one hides some form of strange secret or story that 
you can explore. For instance, if you visit the Robard 
Farm cabin, you might wonder why a man and a 
woman lie dead inside — but a glance through the 
window will reveal the body of another woman, which 
you can investigate to find a letter shedding light o 
this mystery. These structures also tend to con 


in 


all sorts of interesting items to collect. including 
valuables, cigarette cards, and special tonics, so they 
are generally well worth the trip. You need to discover 


at least five of the shacks and cabins listed here to 
fulfil the related Total Completion requirement. 
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EVENT AREAS 


Event areas are locations that change over time. Each area has several stages of development, which you can witness by visiting at semi-regular 
intervals as you progress through the main storyline. In most cases, you are invited to intervene in a specific way to facilitate the location's 
advance to its next step. If you refuse to lend a hand, or antagonize your primary contact at each location in any way, you might prevent any further 
progression — so respectful, non-threatening behavior is advisable. All event areas enter their final stage when you reach Epilogue 1, regardless of 


how many advancements you have previously triggered. 


A timber company located northeast of Strawberry is in the process of 
clearing a forest 


STAGE 1: Initially, this site features a crew of lumberjacks chopping 
down trees with axes, or sawing logs. You can find a few minor 
collectibles in the tents, though their occupants will not take kindly to 
theft. If you speak to the foreman at the part-bult cabin, he will ask you 


AR 
8 


to sell him goods — particularly food and medicine. Doing so will help 
advance the development of this event area to the next stage. 


STAGE 2: The cabin where you originally encountered the foreman is 
now complete, the horse pen is finished, and the surrounding forest 
has fewer trees. There will be an accident during your visit. Run to the 
blipped location, hold ©/©, then repeatedly tap ©/Q to lift the 
tree under which the victim's leg is stuck. This will reward you with 
an honor bonus. Once the others retum to work, you can speak to the 
victim again and give him some money to receive an additional honor 
boost. 


STAGE 3: This time you will find the foreman arguing with lumberjacks, 
who refuse to return to work due to a local pack of wolves that has 
already claimed two lives. Speak to the foreman and agree to take care 
of the problem. Head to the highlighted zone, to the south of the site, 
and activate Eagle Eye to reveal a trail. This leads you to the bodies 
of the two victims, where a few wolves will attack. Deal with them 
however you please, though you should note that Dead Eye can prove 
really effective against such swift targets. Once all animals are down, 
retum to the foreman to receive your reward. 


STAGE 4: If you reach this stage before the end of Chapt 


6, you will 
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see that the entire area is now clear of trees and the worker's camp has 
been dismantled. 


STAGE 5 (EPILOGUE 1): A final visit during or after the Epilogue will 
show that almost every trace of the worker's camp has gone, with 
nature having reclaimed the last vestiges of its existence. 


CASTOR'S RIDGE _ 


This event area features a cabin being built by a father and his two sons, 
just southwest of Valentine. 


STAGE 1: At first only the foundations have been built, with tents to 
the side where you can appropriate various items if you wish. If you 
start a conversation with the father, he will be angered when the sons 
accidentally drop one of the wall frames. 


STAGE 2: On a subsequent visit you will ind that the construction has 
advanced but, of far more immediate import that the family is engaged 
in a firefight with a gang demanding payment of “protection” money. 
Eliminate the thugs to receive honor and to ensure that the event area 
can move on to the next stage. 


STAGE 3: The cabin is now looking almost complete, but a word with 
the father will reveal that he is running low on funds. He will ask you if 
you can lend him $100. Agreeing to the loan is required to move on to 
the next step — and will actually prove to be a sound investment. 


STAGE 4: This time the house is entirely finished. The father lets you 
know that he has sold it to farmers moving up from the south, which 
means he has the money to pay you back... with interest. He will give 
you $150, making this an effortlessly profitable transaction. 


STAGE 5 (EPILOGUE 1): The cabin now has occupants and a vegetable 
garden. 
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_ CENTRAL UNION RAILROAD CAMP 


Located halfway between Emerald Station and Van Horn, this event 
area is home to a group of workers laying down fresh tracks for a new 
railroad, with a senior foreman doing his best to keep them at work. 


STAGE 1: With the workers hard at work during the day, you can visit 
the tents to loot a few collectibles ~ though you should do your best 
to do so out of sight. Speak to the senior foreman, Percy Whitsickle, 
outside his tent; agree to help him. After the cut locate the 
junior foreman at the northwest end of the highlighted zone. Follow 
him from a safe distance until he reaches a large tree. When you see 
him place his hands inside a hole in the tree, confront him. Retrieve 
the money from the hiding place, then return it to Percy to complete 
the event. If you also take back the hogtied junior foreman, a special 
conversation is triggered. 


STAGE 2: The camp has moved north, almost level with the Elysian 
Pool. Speak to Percy to learn that Leviticus Cornwall has bought a plot 
of land nearby, effectively blocking the construction work. After offering 
to lend a hand, head to the marker to the north where three goons 
амай. At the end of the cutscene, hold (R2)/Q lightly when prompted 
to fill up your meter, then press fully to trigger a Dead Eye moment: this 
will provide ample time to adjust a clean headshot on the leader, and 
thereby scare off the other two miscreants, Pick up the property deed 
dropped by your victim or loot it from his body, then return to the сатр 
and give the document to Percy. 


STAGE 3: The camp has moved northwest, with the railroad almost 
connected to the tracks northeast of Emerald Station, Percy invites you 
to help yourself to leftover supplies. Head to the tent at the southeast 
end of the camp and pick up any provisions that take your interest. 


| 
STAGE 4 (EPILOGUE 1): The railroad section is now complete, and the 
|| entire crew and camp are gone. 
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THE POISONOUS TRAIL TREASURE HUNT 


A 


18. Z 


> = THE POISONOUS TRAIL MAP 
— 


THE POISONOUS TRAIL MAP 1 


Availability: Chapter 2 onward 
Walkthrough: This is a secret treasure map ~ there is not a single clue in th 
game world pointing to it. It has been designed to be found by persevering 


(or remarkably lucky players who leave no stone unturned. To put you on the 
fight track, we can tell you that it is hidden on the outskirts of Cairn Lake, just 
southeast of Colter 


THE POISONOUS TRAIL MAP2 + 


Availability: Complete this mission’s previous step 
Walkthrough: Opon your satchel and study Tho Poisonous Trail Map 1. If you 
have been there before, you might recognize a location in Scarlett Meadows 
just west af Ringneck Creek, with а large rocky outcrop in the shape of a human 
face. Run to the back of the hill to find the next map in a hidden hollow at the PB 
hase of a tree trunk. 


THE POISONOUS TRAIL MAP 3 


Availability: Complete this mission's previous step. 
Walkthrough: The location shown on the second map should be very obvious if 
you have visited the site in question before. Head to Serpent Mound, a point of 
interest just southwest of Van Horn. Inspect the hole inside the snake's "head" 
to retrieve it 
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THE POISONOUS TRAIL TREASURE — STEP 1 


Availability: Complete this mission's previous step. 
Walkthrough: To lay your hands on this treasure, head to Elysian Pool, to the 
northwest of Van Horn. Walk through the waterfall to reveal a hidden cave 


THE POISONOUS TRAIL TREASURE -- STEP 2 


Walkthrough: Equip your lantern as you advance deeper into the cave, which 
soon becomes very dark. As soon as you leave the narrow corridor, go down the 
| steep path on your right 


THE POISONOUS TRAIL TREASURE - STEP 3 


Walkthrough: A the bottom of the slope, you will soon notice a low and narrow 

tunnel in the wall. Crouch-walk through it and you will end up in front of а fork 

take a right (the left path is the one you will use on your way back), Loot the 

small abandoned campsite on the way i you wish (on your right, then keep 
ing until you reach a larger chamber, 


THE POISONOUS TRAIL TREASURE:- STEP 4 


Walkthrough: As you enter the chamber, tum left and observe your 
surroundings. Your goal i to sprint and jump from your current position to the 
platform below — as shown on this picture. Measure your approach and take a 
good run-up to avoid falling into the depths. Once you have landed salcly, go 
down the slope on the other sido. 


THE POISONOUS TRAIL TREASURE - STEP 5 


Walkthrough: From the shallow pool at the bottom of the slope, look to your 
left, Climb up into the small alcove, where you will find the treasure — four gold 
bars — hidden behind rocks. 


THE POISONOUS TRAIL TREASURE -- STEP 6 


Walkthrough: When you're ready to head back, retrace your steps up the slope. 
Climb on the narrow ledge on your right, then up to the passage above, which 
will take you back to the fork that you encountered earlier. Crouch-walk through 
the litle tunnel and you are then just steps away from tho exit. 


= = eee m OPEN. 


PRIMER 
MISSIONS 
EXPLORATION 
ATLAS 
WEAPONS 
ITEMS 


INDEX 


TROPHIES В 
ACHIEVEMENTS 


TOTAL 
COMPLETION 


COMPENDIUM 
CHECKLISTS 


POINTS OF 
INTEREST 


UNIQUE 
COLLECTIBLES. 


EVENT AREAS 


SECRETS 


SECRETS 


ek kk ok kk e кажа» 


This section covers certain secrets that are related to the main storyline. We strongly recommend that you do not read its contents 
Ok kc ok oko eo er soe xc until you reach the game's Epilogue. xk 
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Red Dead Redemption 2 features countless potential discoveries that lie far from the beaten path. From remote landmarks to abandoned 
campsites, corpses washed ashore to derailed trains, the uncharted areas of the world map have many tales to tell 


22 


* GRAVES * 


tt ‘As you progress through the main storyline, some of your companions and associates will meet untimely ends. Their graves are 
MAY, scattered around the world. Finding all nine of these, a requirement to meet Total Completion and unlock a Trophy/Achievement, 
XS can be accomplished during Epilogue 1 at the earliest. 


* POSTSCRIPTS * 


There are plot-oriented secrets that can be investigated to find out what 
happened to certain characters that appear in the story, or discover 
details that you could not have known during prior encounters. 


CATHERINE BRAITHWAITE: The “Broithwaites’ Secret" is actually not 
the only one in the area. Visit the burned-out manor from Chapter 4 
onward and you will find the body of Catherine Braithwaite in the ruins. 
You can loot her corpse to retrieve an emerald brooch. A lock box can also 
be found in the adjacent room, just a few steps to the east of the body: 
this contains a gold bar. Another secret letter, this time involving both 
of the feuding families, awaits in a small chest on the main islet directly 
west of Sisika Island, in the mud al the foot of one of the large trees. 
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BRAITHWAITES' SECRET: If you head to the south from the gazebo COLLECTIBLES. 


where you fist met Penelope, to the west of Braithwaite Manor, you will 
Tun across a locked outhouse in the woods where the Braithwaites hide 
a family secret. Inspecting it before the end of Chapter 6 will enable you POISONOUS 
to encounter its occupant alive: sho will be dead from Epilogue 1 onward. TRAIL 


EVENT AREAS 


GRAYS’ SECRET: The Grays also have something to hide at the back of 
their manor, in the form of a letter on the table next to the corpse of 
Mr Gray. This missive, available after completing "A Short Walk In Pretty 
Town”, reveals salient facts about the origins of the self-proclaimed noble 
family of Southern patriots. 


MICAH: After completing Epilogue 2, you can retum to the top of Mount 
Hagen to find the frozen corpse of Micah ~ and retrieve his revolver in 
the process. This is a required step if you wish to obtain all weapons 
available in the game. 


MICAH'S CAMP: If you visit it at a later point, you can find som 
Micals personal belongings at the location where he was based 
between "Blessed are the Meek?" and "An American Pastoral Scene’ 

northeast of Strawberry, This includes a wanted poster of Dutch, as well 
as two newspaper scraps with details on Micalrs past and the failod 
heist that took place in Blackwater just before the beginning of the game. 
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* THE STRANGE STATUES PUZZLE * 


This is one of hardest activities to find in Red Dead Redemption 2 — 
let alone solve. This is a puzzle that is most rewarding and best enjoyed 
with a limited degree of assistance, so we encourage you to try to 
figure it out on your own. 


If you are stuck, we provide gradual hints to put you back on track, but 
we strongly encourage you to read only one step at a time and see if this 
is enough for you to solve the rest of the puzzle by yourself. 


wy 
STEP | - THE PUZZLE ROOM 


| First things frst, you need to find the рогле з location. Head to the spot 
оп the map on ihis page. Look for a crevice in the granite and enter the cav 
this leads to. Inside you will notice seven male statues positioned around a 
central sculpture of a woman with eagle wings. You can inspect this landmark 
by holding &/ 9. AL this point, your character wil draw a sketch ol itin his 
mal. revealing its formal name ~ "Strange Statues”. Each of the 
Statues rests оп a pedestal. each pedestal features a button that you can press 
by holding @/@. If you press a button. it wil disappear into the pedestal 
and come out on the opposite side, where you can press it again to rese i o 
is original position. The task at hand, then, i to identify which of the seven 
buttons nood to be pressed, and which ones neod to remain in their initial state 


STEP 2 - OBSERVATION 


The only clues you initially have at your disposal are the seven statues. If 
you observe them closely, you will notice that they are all slightly different. 
The detail that makes each one unique is its hands. More specifically, each 
statue has a set number of unbroken digits. The one closest to the entrance 
tunnel, for instance, only has its two middle fingers left. The one shown in the 
accompanying picture has six. 


STEP 3 - COUNTING FINGERS 


If you go around the cave, you can count how n 
has to differentiate it from the others. You shou 
figures: 2, 4, 5, В, 3, 4, 6 


ny intact digits each statue 
d end up with the following 


STEP 4 - THE CAVE PAINTING 


If you head to Window Rock, a relatively easy joumey to the west of your 
current position (just follow the railroad), you can find a cave painting under 
the large rock overhang. Inspect this site by holding @/€ and your character 
will sketch it in his journal — revealing that this point of interest has the same 
name, “Strange Statues’ 
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STEP 5 - PAINTING ANALYSIS 


Study the painting up close and you should notice a few details confirming 
that you are on the right track. Seven male figures are shown in a circle with 
a stylized representation of an eagle at the center, which corresponds to the 
configuration in the cave. What's more, dozens of hands with their fngors 
clearly visible can be seen all over the wall 


STEP 6 — COUNTING FEATHERS’ 


After further scrutiny. one pertinent detail might draw your attention: each 
figure has an eagle next to him, and every one of them has a unique number 
of tail feathers. By counting the eagle feathers associated with each man, you 
| should end up with the following numbers: 2, 7, 5, 8, 3, 4, 6. These are tho same 

numbers that you identified in the puzzle room, with а single anomaly 4 in the 
рите room versus а 7 on the cave painting. 


STEP 7 - THE MISSING LIMB 


Back in the puzzle room, there are two statues with four fingors: one that looks 
fine, and one that has a broken arm. How can you be sure of the true total finger 
count for the latter statue if you cannot see the missing hand? 


STEP 8 - SOLVING THE ANOMALY’ 


If you explore the cave а little, you should soon notice the missing arm lying on 
the ground, next to a few rocks [to the left when entering the cave). Its hand 
features three fingers. If you add this to the four fingers on the other hand of the 
statve with the broken arm, you end up with sever. 


STEP 9 - SOLVING THE PUZZLE 


You now have a number associated to each statue, The only question that 
remains is: how does this help you to figure out which buttons to press and 
which ones to leave alone? At this point, you might need a clue: prime numbers. | 


STEP 10 - REWARD 


Press the buttons on each statue where the total number of fingers is a prime 
‘number. With these activated, and all other statues in the default position. you 
will hear the distinctive sound of moving stone. Check the central pedestal, and 
you should now see a secret stash where three gold bars await. 
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* MISCELLANY x 


In this closing section we document instances where you can find curious scenes on your travels and, in most cases, must intuit the stories behind them 
from the mute evidence that you find. 


METEOR HOUSE 


If you enter this cabin just west of Brandywine Drop, a macabre scene awaits 
inside. In addition to being a point of interest, this structure is home to a 
meteorite that you can pick up. This valuable has an interesting property: it 
decreases the effects of exposure to hot environments by 10% 


METEOR SHOWER 


If you happen to be close to the meteor house in the dead of the night (am 
‘seams fairly optimal), head to the field directly west of the house and look up 
you might qet to see a meteor shower in the sky. 


WHISKEY TREE 


This large tree grows to the west of Dewberry Creek, at the top of the hil 
overlooking Flat Iron Lake. I you shoot the bottles hanging from its branches, one 
of them wil yield о gold nugget. Note that you can identify it through Eagle Eye 
With gold parces emanating from n. A ginseng eli rests on the tee its. 


WITCHES CAULDRON 


This strange shack is built in a remote location, north of the East Grizzlies. It 
contains multiple items that you can collect, particularly tonics — but also а 
strange liquid in a cooking pot that you can drink at your own risk 


ALCHEMIST HOUSE 


An alchemist lives in a small house to tho northeast of Tumbleweed, by the 
railroad, When you approach the building, it will be consumed by a large 
explosion. A lock box can then be found on the east side of the burned-out 
structure, This contains high velocity cartridges, as well as the explosive slug 
pamphlet. 


DERAILED TRAIN 


This derailed train lies at the bottom of the ravine just east of Granite Pass. The 
yellow carriage is home to a treasure chest with multiple valuables inside. The 
carriage stuck in a vertical position against the clilf contains yet more high 
quality collectibles, including two gold bars, though you can only reach its 
interior by entering from above (see page 214) 


a 350 


RED DEAD 
REDEMPTION. 


GUTHRIE FARM 


I you visit this farm, just west of Emerald Ranch, you will find a dead man 
and black sheep in the southernmost of three aligned shacks. The sheep has а 
ribbon around its neck, from which you can retrieve a gold wedding ring 


Just southwest of Shady Belle you can find the corpse of a slave on the river 
shore. Check the body to retrieve a letter, which will help you to understand 
the story that led this тап here. Note that you will lose honor if you damage 
the corpse in апу way. 


SHIPWRECK 


A shipwreck lies in the middle of the largest island to the west of Clemens 
Point. Head inside and you can find a bottle of agod pirate rum in a lock box, 
along with a tricorn hat on the other side of the collapsed wall. This island is 
also home to a few rare species endemic to Guarma, such as the green iguana, 
which can be useful if you are striving to camplote your Compendium. 


DEAD TRAVELER 


| A short distance to the east of Armadillo lies an old campsite surrounded by 
cactuses, where the body of a dead traveler rests. You can loot a letter from this 
тап, as well as various collectibles nearby. There's also a lock box underneath 
the tent: it contains а bottle of valerian root. 


And don’t forget, these are mere examples to ge ith countless more unique sights to be 
een and experiences to be had, including 


hispering trees to the south of Brandywine Drop two spots where lightning bolt impacts can be seen (one near 
the top of Rio Del Lobo Rock, the other on the west side of the $ 


a sundial at the top of the ridgeline just west of Mount Shann; st of Annesbu 
stuffed gorilla that fell from a wooden bridge north of it just east of Aurora Basin; 
an abandoned camp by the railroad, north of Bluewater Marsh 


a dilapidated hearse with a hanged man just north o 
е dead in a tree in the forest w MacFarlane's Ranch, 


a strange man living in a tree house south of MacFarlane's a secret "Letter To Bonnie MacFarlane" that can be looted from 
Ranct the corpse in the “Washed Ashore chance encounter 

old corpses of a chain gang just a River, to the and many, many more 
north of Bluewater Marsh; 
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